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MAP READING 


INTRODUCTION - MAPCRAFT 


Many soldiers are not happy about Map Reading. They find that trying 
to come to terms with the variety of lessons and the apparent technical 
detail to be learned, turns it into a boring subject. 
The experience of getting lost on a Map Reading exercise and missing 
out the RV for the rations does not help!. 
Sorry, we don t think that its uninteresting. To make the point we 
have given a lot of space to the subject in this Pocket Book. 
We agree that the subject can be ruined by lack of good planning and 
preparation, but it can also be one of the most interesting and 
competitive activities for training or on exercise. 
You should consider your ability in MAPCRAFT to be as sharp as you 
are at Fieldcraft or Skill at Arms. It is a pretty useless individual who is 
unable to find their way out of trouble - especially if their lack of 
MAPCRAFT skills got them into it in the first place. 
Developing the correct attitude towards MAPCRAFT is perhaps the 
first consideration. Maps today are produced using advanced 
technology, detail can be infinite, to the extent that it is not just an 
aerial view of the ground, but can produce answers to virtually any 
question - from the military stand point - that we might ask. 
Skills you have were acquired by constant practice and advanced 
training, some of which will have been repetitive. 
This is not so with MAPCRAFT. Those who are skilled map readers 
will tell you that it is the ability to look at the ground area - no matter 
where you go and see it as a map sheet in their minds-eye . This is 
practice, but what a variety of material to practice on, there is no 
repetition of the exact shape of the ground, the width of the river, the 
climb up or down the hills. They will also tell you that to look at a map 
and visualise what the ground area is going to be like when they get 
there, is also a skill acquired through practice. 
What if they didn t get it right, landing in a bog or the route they had 
chosen was impassible and is in full view of the enemy from high 
ground. You could be the one of those making the wrong decisions - all 
because of your lack of MAPCRAFT skills. 
Orianteering Competitions are a good way of coming to terms with 
Mapcratt skills (and your physical condition). So, if you have a chance 
to take part in any competitive exercises you would be well advised to 
get your name down. 
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МАР READING 
CARE OF MAPS 


The provision of maps and other geographical products, less 
Hydrographic Charts, to all three services is a function carried 
out by Military Survey, a specialist branch of the Royal 
Engineers. 

A map should be protected either by being folded in a plastic 
bag when in use or by being placed on a piece of hardboard and 
covered with a transparent sheet, although this is not very 
satisfactory if you are walking any distance, but essential to use 
for training and route planning. 

If maps are not carefully handled they quickly become useless, 
it follows that you must not write directly on a map or use it 
without protecting it in some way. Your map should be folded 
lengthwise and then folded again like a concertina. 


RELIABILITY OF MAPS. 

A map is virtually a birds eye view of the ground drawn on 
paper. It is absolutely accurate only at the time it is drawn. 

Today maps are produced by satellite and aerial photography 
which ensures their accuracy, but as time goes by much of the 
picture of the ground soon changes, villages grow, new roads 
are made, some woods are cut down and others planted etc., 

For practical map reading purposes this will not affect the 
accuracy as far as you will be concerned, any map produced 
within the last few years may be relied upon unless specifically 
stated otherwise. 

MARGINAL INFORMATION. 

Qn most maps you will find a part of it set aside for marginal 
information , you should find this as soon as you unfold your 
map as it provides guidance on how to read the map and how to 
interpret the detail. 

You will need to constantly refer to this until you have a complete 
understanding of what all the symbols (usually called Conventional 
Signs) and other information mean. 

The number of your map and its scale will be found at the top of 
the map. The index to adjoining sheets is shown as adiagram 
near the bottom right hand corner of the map. Yoy wili need to find 
out which sheet number you require to cover the particular area 


that you are usi ; 
bs d ing and the next sheet jf your route goes ‘off the 
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Most Maps now use metres as the "unit of elevation", check your map 
by looking inthe margin at the bottom of the map as "ELEVATIONS IN 
METRES", 

THE GRID SYSTEM. 
The British National Grid System divides the whole country into large 
squares, which are subdivided and finish up as GRID LINES printed on 
the maps that you will normally use. 
For your purpose the GRID LINES are a method for you to pinpoint а 
specific spot on a map, by using the numbers of each line as shown in 
the margins around the outside of the map as coordinates. 
Maps are printed with the North at the top of the sheet, one set of GRID 
LINES run up and down the map (North and South), the others run 
across the map (East and West). 
It is important that you are able to find a point on the Map and then be 
able to go out and find it on the ground, also to be able = at all times ~ to 
indicate on the map the exact place where you are standing on the 
round. 
us assist in the accurate use of the grid system it is advisable to obtain 
a Pathfinder Protractor/Romer, it provides two of the different scales of 
GRID SQUARES found on Ordnance Survey Maps. 
This Romer is made of rigid plastic which you place on the GRID 
SQUARE of the map and read off the figures as described below, to 
pinpoint the exact position. 


FOUR and SIX FIGURE REFERENCES 


When giving a reference there are a few simple rules to remember:- 
1.FIRST - count the figures along the BOTTOM of the map, from left 
(west) to right (east) these are called 'EASTINGS'. 
Next count the figures up the sides of the map, from bottom (south), 
to top (north) these are called ‘NORTHINGS’. 
2.A reference must always contain an even number of figures 
3.GRiD REFERENCES are always given with the 'EASTINGS' value 
first, followed by the NORTHINGS value. 
The example in the diagram at the top of the next page, shows a black 
square, that can be given the reference as square 8040 (a four figure 
reference). This square could represent a whole square kilometre of 
ground, not exactly a pinpoint location on a map or ground. 


Should ygy use a four figure reference, you must add a feature to 
indicate where you mean. 
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To get an exact position, the 
square is further subdivided 41 
into 10 squares in both 

directions. 

The diagram (centre below) 40 
illustrates this subdivision, the 
black square is "square 7 - 7, 
these figures when added аѕ 39 
explained below make up a 
six figure reference 

The first two figures the 
EASTING value, followed by 
the sub divided square figure, 
then the two NORTHING 
value figures, followed again 
by the sub divided figure, 
making up a six figure 
reference 807407 


SETTING A MAP WITH 
(SILVA) TYPE 
COMPASS 
The first essential drill on the 
ground with a map is to set it 
or sometimes know as 
orientating your map. 
Until you do this it is difficult to 
establish your exact position 
on the map/ground. Carry out 
the following: 
1. Lay your map out flat, find 
the MAGNETIC NORTH 
ARROW = usually in the 
margin of the map as shown 
at 'A' on the diagram 
opposite. 
4. Lay the base of your буа 
Compass on the map with 
the DIRECTION TRAVEL 


80 81 82 83 84 85 


Dh 117 
COMPASS NEEDLE 
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ARROW (B) in line with the MAGNETIC NORTH (see diagram 
‘line-up’) 

3. Carefully turn the map and compass round -watching the 
compass needle swinging, until the RED MAGNETIC END of the 
COMPASS NEEDLE (C) coincides with the DIRECTION OF 
TRAVEL ARROW(B) and the MAGNETIC NORTH ARROW (A) on 
the map. 

Your map is now set or orientated, in relation to the ground. 


“FIRST THINGS FIRST - AL WAYS SET- ORIENTATE THE MAP” 


SETTING A MAP WITHOUT A COMPASS 

BY OBSERVATION 

This can be easy, once you have identified exactly where you are on 
the map, and if you are standing on a straight road, line up the road on 
your map with the road you are standing on. Make certain that the map 
is pointing in the right direction, i.e. the right way round. 

If not on a road, you will need to find other objects on the ground such 
as a road/track junction, church, prominent hill top or farm buildings. 
You must also find and identify the same objects on your map, using 
them as shown in the diagram below by turning your map to set or 
orientate it in relation to the ground 


—M— 
LINE UP 
YOUR OWN 
POSITION (A), WITH 


FEATURE ON MAP (B). 
WITH. FEATURE. ON 
GROUND (C) 


RELATING MAP TO GROUND & GROUND TO MAP 
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THE LIGHT WEIGHT (SILVA TYPE) COMPASS 


MAGNETIC 
COMPASS 
HOUSING CERAM NEEOLE DIRECTION 


OF TRAVEL 


DIAL 
GRADUATIONS COMPASS ARROW 
- on base of housing 


North, East, South and West are known as the cardinal points of the 
compass. 
There are 32 points of the compass, but only 18 of them are normaily 
used inmapreading for the description of direction. These 16 are the 
four cardinal points and 12 intermediate points as shown 1 the diagram 
on the next page. 
The letters N, E, S апа W stand respectively for NORTH, SOUTH, 
EAST and WEST. In the intermediate points these letters are 
combined, e.g. SE is South East. NNW is NorthNorth West, etc, 
These points describe direction on/y to within one sixteenth of the full 
circle: for more accurate indication of direction it is necessaty fo use 
fubdivisions оғ the ore using riis" or degrees". 
ur bol iS used by the Army to give much greater accuracy 
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MAP HEADING 
CARDINAL POINTS OF THE COMPASS 


29 
4800 р 


3200 
то“ 


The MILS SYSTEM divides the circle of the compass into 6400 MILS 
the zero being at the North Point. 


The four quadrants or quarters of the circle are each 1600 mils, and 


so the East, South, and West points fall at 1600, 3200, 4800 mils 
respectively, as illustrated. 


The symbol normally used to represent mils is the character letter m, 

with a | across it, and appears as m. 

NORTH POINTS. 

There are THREE NORTH points: 

1. TRUE NORTH . The actual direction of the geographical North 
Polg., 


2. GRID NORTH - The direction of the vertical GRID LINES on а map. 
For ail practical purposes TRUE and GRID NORTH are the same. 
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3. MAAGNETIC NORTH - 


The direction towards which the 
compass needle is attracted is the 
MAGNETIC NORTH POLE, see 
the diagram on the right. 


ANGLES BETWEEN NORTH 

POINTS 

Grid Magnetic Angle. (GMA) 
This is sometimes called the 
magnetic variation, is the angle 
between GRID NORTH and 
MAGNETIC NORTH and it 
depends on two factors: 

1. TIME. As the position of the 
Magnetic North Pole moves 
slightly eastwards, so the GMA 


MAGNETIC 
DECLINATION 


(Grid Magnetic Angle) changes. Е-Е | 
This is called the Annual —————— 
Magnetic Change and must be 


taken into account when converting magnetic bearings to Grid 
Bearings and vice versa. 

PLACE. The GMA (Grid Magnetic Angle) also varies from one part 
of the country to another. These two factors are included in the 
marginal information on the map. 

Magnetic Declination 


This is the angle between MAGNETIC and TRUE NORTH as shown 
on the diagram. 


Grid Convergence 


This is the angle between GRID NORTH and TRUE NORTH which can, 


in practice be ignored since for practical map reading purposes TRUE 
NORTH and GRID NORTH are the same. 


BEARINGS = TYPES OF BEARINGS 


As there are three types of Nort Д 
bearings, according oe shi wile 


: three kinds of 
measured: to he North point trom which 


they have been 
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1. A MAGNETIC BEARING is one taken with a compass (an 
accurate compass needle always points towards MAGNETIC 
NORTH). 

2. AGRID BEARING isone measured on a map with the Silva 
compass used as a protractor or using your Pathfinder Protractor/ 
Romer. 

3. ATRUE BEARINGcannot be measured direct, but must be 
calculated from the other two. However this can be ignored for practical 
map reading purposes. 

NOTE. INDIVIDUAL COMPASS ERROR (СЕ) 

The accuracy of each individual compass is subject to error, it is 
important that you should check your own compass to establish the 

INDIVIDUAL COMPASS ERROR (ICE), do this by checking it against 
other compasses. Having done so make a note of it on your compass 
base with a small sticky label, don t forget to allow for it. 


TO TAKE A MAGNETIC BEARING 

1. Point the compass direction of march arrow at the object. 

2. Turn compass housing until the red arrow is under the needle. 
3. Read off the MAGNETIC BEARING on the compass housing. 


TO TAKE A GRID BEARING 


NOTE: IGNORE THE COMPASS NEEDLE. 
a. Place the long edge of the compass along the desired line of travel, 


making sure that the DIRECTION OF TRAVEL ARROW (1) on the 
compass POINTS IN THE DIRECTION of your LINE OF TRAVEL (2) 

b. Turn the COMPASS NEEDLE HOUSING (3), so that NORTH on 
the housing rim points to NORTH on the map. 
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You will notice that the MERIDIAN LINES (4) on the COMPASS are 
parallelto the GRID LINES (5) on the map -or they should be. 

c. Read the number of mils/degrees against the DIRECTION OF 
TRAVEL LINE at (6), this is the GRID BEARING. Having taken а 
GRID BEARINGfrom the map, you must take into account and 
make allowances for the GRID MAGNETIC ANGLE (GMA) 


FINDING YOUR 

POSITION WITH A COMPASS -RESECTION 

There may be times when you need to find your exact position both on 

the map and on the ground. This could be as a result of being 

"dropped-off* on ап exercise ог if you were unfortunate enough to 

crash land in wild country. You could find your position by using a 

compass and following the instructions set out below. 

You Will need to refer to the diagram on this page. 

. Se orientate your map. Select TWO prominent objects or features 

which you can be sure of identifying on the map. Theseobjects/ 
features need to be a good distance a way, more thanTO(O metresand 


also be separated by an angie of approximate! ‘ ў 
-See diagram on next page. "m ы eee 
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2. On the plastic cover of 
your map, mark the objects/ 
feature at A and "В". From 
the position at which you are 
standing, (call it "C") take a 
bearing on to each of the 
objects/features in turn, writing 
down the bearings. As this has 
to be accurate, don t move 
from your position and take a 
further two bearings on both of 
the objects/features. Add 
together the three bearings to 
each object/feature and divide 
by three to get the average 
bearing to each. 


3. These are COMPASS 
Bearings, they are MAGNETIC 
Bearings. 

As you are to use them to plot on a map, they have to be converted 
from MAGNETIC to GRID Bearings. 

NOTE: You will always be best advised to draw a small diagram - until 
you become familiar with working with bearings - showing the NORTH 
POINTS as shown on page 212, this will remind you to make an 
allowance for the GMA (Grid Magnetic Angle). 

The current GMA is approximately 100 mils (8° ) This is the figure that 
you would subtract from the MAGNETIC BEARING. 


REMEMBER: "MAG TO GRID = GET RID 


4. Check the resulting bearing and adjust it to the nearest 25 mils. 
Remember the settings or divisions on the compass card of a Silva or 
Light Weight Compass are 25 mils. 
5. Now set up the GRID BEARING on your compass for bearing A . 
Use а wax pencil with a fine point , put the point on A . Hold itin a 
vertical position, place the long edge of the compass against the pencil 
wilh ihe DIRECTION OF TRAVEL ARROW pointing in the direction of 
"А", and ihe NORTH ARROW pointing approximately to the top of the 


map. 
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6. Using the pencil still іп a vertical position, pivot the compass about 
the pencil point until the NORTH ARROW points exactly towards the 
top of the map, with the edge of the compass г any of the red setting 
lines on the compass base parallel to the nearest GRID LINES on the 


7. Hold the compass firmly in this position while you draw a line alang 
the side of the compass. 


Repeat the same procedure from point "B", 
Where the two lines you have drawn from "A" and "B" cross each 


other is your calculated position on the map/ground. Now work out your 
exact six figure GRID reference of your location. 


CONVERTING A GRID BEARING TO A 
MAGNETIC BEARING 


BEARING 


r—--—ķ 


GRID MAGNETIC “GRID 
ANGLE ~~ BEARING 


Remember all bearings are measured in a clockwise direction from the 
NORTH point. A MAG bearing will always be GREATER than the 
GRID bearing taken, by the amount of the GRID MAGNETIC ANGLE. 
Therefore to convert GRID to MAG ADD the GRID MAGNETIC 
ANGLE. 

Toconvert a MAG beating to a GRID, SUBTRACT the GRID 
MAGNETIC. ANGLE. 


96 


MAP READING 


IDENTIFYING A TABLE MN op 


FEATURE 

Set your map, use the edge of 
your protractor or a pencil, 
place it on the map with the 
edge running through your 
position, swing it across the 
map until it lines up with the 
feature on the ground. 

The feature should be easy to 
pick out, provided it is not too 
far away and that it is on your 
тар!. 

This like so many Мар Reading 
skills need constant practice 
until you carry it out as a drill 
and second nature. 

After a while you will be able to 
locate and identify features by 
just looking across the map. 

In setting your map, no matter what method you use, it is the constant 
relating and comparison of the map and ground which will build a good 
foundation for your navigational skills. 

We remind you that this skill above all will go a long way to prevent you 
getting lost. 


GRID MAGNETIC ANGLE 
(GMA) in UK 

GMA = 6 °,15' West 

or 100 mils West in 
January 1994 

Annual change approx 

10 East MN GN GMA 


REMEMBER 
“Grid to Mag - ADD" 


Wag to Grid get RID" 
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One of the most common uses of 
taking bearings is to take one from 
the map to find the bearing to 
march on with your SILVA type 
light weight compass or your 
protractor which is quite simple. 
MARCHING ON A BEARING 
Having converted your GRID 
BEARING to a MAGNETIC 
BEARING, set the graduated 
circle to read the MAGNETIC 
BEARING at the DIRECTION OF 
TRAVEL line. 
Then turn the whole compass until 
the NORTH end of the NEEDLE RS 
coincides with the NORTH ws 
ARROW and is parallel to the 
MERIDIAN LINES on the 
COMPASS HOUSING, holding 2 
А "m 24 
the compass іп front of you, marchi 
inthe direction indicated by the 
LINE OF TRAVEL ARROW. So 
long as the compass needle and 
the NORTH ARROW are kept 
together, the DIRECTION OF 
TRAVEL ARROW will remain on 
the required bearing. 


BACK BEARINGS with a 
SILVA COMPASS 

When marching on a bearing - 
especially at night - over some 
distance you may often have a 
doubt in your mind that you may 
go wandering off course and finish up being lost. 

The ability to use your compass and to trust it by taking a back 


bearing on to the paint from which you started, will prevent you 
getting into difficulties. 
Tho simplicity of the Silva compass makes the use of back bearings 


an easy navigational aid. 
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To use the compass for a BACK 


FORWARD ANO 
BEARING, keep the compass on the 
bearing you have taken (as 'X' to Y in BACK BEARING 
the diagram), rotate the COMPASS 
HOUSING through 3200 mils (1802). КОШЕ our Y 


The compass is now set to march on the ру THs 

BACK BEARING (in the direction of 'Y' in BIRECTION 

the diagram) of your original FORWARD [ON A 

BEARING. IBEARING 

To retrace your route • (from 'Y' to X 

march on the bearing given as your 

BACK BEARING. 

This is a very important skill = easily [A | [ 

learned with a compass, it is one of the | І 

best methods of preventing yourself from | | 

getting lost. : | 
“Practice makes perfect ", | | 


HILLS AND VALLEYS 


The method of showing how the ground is | 
shaped in terms of the hills and valleys 
which are expressed as the RELIEF, are 
shown by CONTOUR LINES. These 
appear as thin brown lines on the map 
and are described as an imaginary line 


joining all points of equal height above AN 
Sea level. ROUTE 
You must check the information at the x ee 
bottom of the map near the scale diagram BEARING 


to find the Contour Interval , that is the 
height between each contour 

To give you a better understanding of contours the following pages 
of information and diagrams will explain them. 

UNDERSTANDING and INTERPRETING CONTOURS 
Contours are quite easy to follow, provided you understand the fact 
that they follow the same height, round hills, into re-entrants, and over 
the spurs. 

They do not provide a picture of the shape of the land, but with 
practice and using contours you will be able to interpret the shape 
of the ground from the contour lines - mapcraft at its best!. 
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Until you have mastered your map craft it is difficult to know from a 
contour whether the ground is rising or falling, whether the feature is 
a spur or a re-entrant. 

A spur projects out from the land mass, while a re-entrant is exactly 
the opposite - a shallow valley running up into the mass. 

It is not always possible, however, to tell which is the top of the slope 
and which is the bottom, without being able to find the contour figures. 
When the contour figures can be read with both the map and the 
figures the correct way up you would be able to tell if the ground is 
rising or falling. 

A general idea of which way the slopes run can be obtained by 
looking at other features - particularly lakes, ponds, rivers, streams, 
and railway lines. 


A stream running near a set of contours indicates at once which is 
the bottom of the slope. 

Similar features such as railways, villages and large woods are more 
likely to be found at the bottom of a hill than at the top. 


CONVEX and CONCAVE 
SLOPES i CONCAVE SLOPE 


A CONVEX slope is one that bulges = STEEPER АТ 
outwards, and a CONCAVE slope is ‘enue 
one that curves inwards - see the E DOWN 
diagrams on the right. 
Standing at the top of a CONVEX slope 
you would not be able to see all the 
way down to the bottom, because the 
outward slope would obscure your 
view. This is important to recognise as 
ground that you cannot see - dead 
ground can conceal the enemy or give 
you cover from view. 
When standing at the top of the 
CONCAVE slope, however, there 
would be a clear view the whole way 
down the slope. 
it is important to be able to recognise 


these two types of slopes from the 
map. 


CONVEX SLOPE 
BULGES OUT 
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CONTOUR VALUES 
If you had several paths right round a hill, each one keeping at the same 


level, and were walking round one of them, you would find that where the 
paths were near to each other the ground would be steep between them, 
and where the paths were some distance apart, the ground would slope 
gently, the further they were apart, the less the slope would be. 


SPOT HEIGHTS 


Apart from contours, height is shown by SPOT HEIGHTS which is 
marked on a map by a dot and number @ 241. This is the exact 
height in metres or feet above sea level. 

You will also find TRIG POINTS, shown on the map as a small black 
triangle with a number next to it А 576, this again is the exact 
height above sea level. This Conventional Sign will go out of use in 
future years as advanced methods of map making come into use. 


UNDERSTANDING. 
VERTICAL ^"^ 


VERTICAL WTERVAL 
A LEVEL п 0 FeevMetee BETWEEN CONTOURS 
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MORE ABOUTCONTOURS 
On genile slopes the CONTOURS are far apart, on steep slopes the 
CONTOURS are close together. 
You do not need to find the figures on the contour lines to give you a 
picture of the ground in an area, the contour lines show quite simply 
the comparative steepness of the slopes, the SPURS and 
RE-ENTRANTS. 
If the ground is broken and rugged there will be many SPURS and 
RE-ENTRANTS and your path will be constantly turning in and out. 
Broken, rugged country is shown by irregular, sharply turning contours. 
Where the slopes are smooth, your path will curve gently, bending out 
as it follows the line of a SPUR and swinging in at a RE-ENTRANT. 
On gentle slopes the contours appear as smooth flowing curves. 
The contours may appear to wander about all over, but if you follow 
them they naturally come back to where they started from, the only 
exception to this is when you find a cliff face with a sheer drop, then all 
the contour lines are so close together they appear to be one. 
Every curve or bend in a contour indicates a SPUR or a valley, a rise 
or fall in the ground, just as it does on the side of a hill. Remember - the 
distance apart the contours are still indicates the steepness or flatness 
of the ground 
Heights of Contours - see illustration on previous page 
Understanding Vertical Interval (V.l.) 
Eachcontourisdrawnataspecifrcheightabovesealevelandeachoneisthe 
same vertical heightabove the one below. Thedifference in heightbetween 
contours iscalled the Vertical Interval (VI). 
These heights are written into the contour lines at intervals along their 
length. 
On Ordnance Survey maps the figures showing the height of the 
contours arealways written so as they read facing up hill, itis 
important to remember this as you can very quickly find out which 
direction the ground is sloping. 
Check the information in the margins of the map to find cut if the VI 
(Vertical Interval) is in Feet or Metres. 
Whenever you are out on the ground , you should look at the ground 
formation in the area, draw those imaginary contourlines around the 
hills and valleys, make a rough sketch and then get a map of the area 
and seehow well you have been able to interpret the ground. 
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Contours and the shape of ground 


SECTION A -B SECTION J-K 
CONCAVE SLOPE. SPUR with KNOLL 


SECTION C - D 
CONVEX SLOPE 


SECTIONE Е SECTION L-M 
UNIFORM SLOPE RIDGE with COL 
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KNOW YOUR CONTOUR PATTERNS 


NIS 
ray 


~~ 200. 


ESCARPMENT RAVINE 

250 500 

200 450 

150 400 

100 350 

SECTION P -Q SECTION R-S 

1. Contours close together mean steep slopes. 
2. Contours far apart mean gentle slopes. 
3 


. When contours are evenly spaced the slope is uniform, thes slopes 

have small undulations and pockets of dead ground. 

4, When the spacing of the contours, reading from high ground to low, 
decreases, the slope is convex. Convex slopes mean short visibility; 
dead ground becomes very close. 

5. When spacing of contours, reading from high to low, increases, the 
slope is concave. 

Concave slopes mean good visibility and little dead ground. 

6. Wandering contours at various distances apart and never close, 
mean undulating ground. important to note the general direction ot 
the fall in the ground. 

7. Gently curving contours indicate an area of country of rounded 

slopes. As the ground becomes steeper the contours come closer 


together; as it becomes more rugged the curve, disappea, 
contours take on jagged’ shapes, И EM 
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SCALES AND MEASURING DISTANCE 


The scale of a map is the relationship between the actual distance 
measured from one point to another on the ground and the distance 
between the same two points on a map. 

The way that the scale of a map is expressed is by the 
Representative Fraction. 

It used to be expressed in words, e.g., one inch to one mile , or four 
miles to one inch . 

This is now being superseded by the RF method. 

The Representative Fraction (RF) is the standard method used on all 
continental maps and wherever the metric system is used. 

Most British maps are now expressed in metric. It is simple to use if 
you remember that the RF is 1/X, one unit of distance on the map 
represents X units of distance on the ground. 

For example, a scale of 1/50,000 means that one inch/centimetre/metre 
on the map represents 50,000 inches/centimetres/metres on the 
ground. 

The essential connection is that the SAME unit of measurement 
applies both to the map and to the ground measurement. 

A distance of 2cms on a 1/50,000 map therefore represents 2 x 50,000 
cms on the ground = 100,000 cms = 1000 metres. 

All maps are printed with graphic linear scales, usually in the centre of 
the bottom margin, from which any horizontal distance may be 
measured on the map in kilometres and metres, or in miles and yards. 
A linear map scale is always shown in the form of a diagram as below. 


SCALE 1:50000 
2 Centimetres to 1 Kilometres (one grid square) 
2 1 0 1 2 
Kilometres 
Miles 
1 Kilometre = 0.6214 mile 1 Mile = 1.6093 Kilometres 


NOTE: The above diagram is NO7 to scale, but to illustrate the 
scale found on a 1; 50 000 map. 
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Referring to the diagram on the previous page, you will notice that the 
zero mark is set from the left of the scale by one major division, which 
is then subdivided into ten (or other suitable) subdivisions usually not 
longer than about 4 mm each. Measurements falling between any of 
these subdivisions must be estimated. 


LINEAR MAP SCALE. 
How to measure distance. 


Make a mark on the straight edge of a piece of paper, put the mark on 
the point you wish to measure from and make successive marks along 
the edge of the paper as you follow the route from your starting point to 
the final point. 

This is easy if you just want to measure along a straight road, but if it 
means going round corners you will have to pivot the paper and make 
several marks as you progress. 

The total distance is then recorded along the edge of the paper. 

Lay the paper along the scale on the map, with the right hand tick against 
one of the major divisions, so that the left hand tick lies against the 
subdivision to the left of the zero mark. The total distance is then the 
number of major divisions plus the distance to the left of the zero. 

With practice this is quite an accurate method of measuring distances. 


Place marked edae of paper along scale 
inthe margin.of map- — 


MAP READING 


MOVING ROunD OBSTACLES 


Obstacles are often found on a route and in order to keep a really 
accurate direction you should make a diversion by going round them. 
This is done by plotting a series of right angles and measuring by 
paces as illustrated in the diagram below 200 paces, 500 paces, 200 
paces, bringing you back on the original bearing. 


DIVERTED €————————X9Pxees u» 


INTENDED 
ROUTE «4 


FINDING TRUE NORTH FROM THE SUN USING A 
WATCH. 


When you do not have a map or are map reading without a compass, it 


can help if you are able to find the rough direction of TRUE NORTH or 
SOUTH. 


The method explained below will give you an approximate direction - 
not accurate enough for reading bearings or other measurements. 
INFORMATION - as the sun rises in the EAST, and moves (in the 
northern hemisphere) through the southern sky, setting in the WEST, 


the position of the Sun, when visible, is always a rough guide to the 
direction of NORTH. 


A watch when set to Greenwich Mean Time (GMT) for UK (or to local 
time for other areas some distance EAST or WEST of Greenwich) may 
be used. \{ summertime or other artificial time is In Yocal use your watch 
should be adjusted to Greenwich Mean Time (GMT) or to thelocal 
standardtime. 

METHOD- lay your watch flat, with the HOUR HAND pointing to the 
sun. 
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In the NORTHERN hemisphere, TRUE 
SOUTH will then be midway between the 
hour hand and twelve o clock on the 
watch - see diagram above. In the 
SOUTHERN hemisphere, lay your watch 
with twelve o clock pointing to the sun. 
TRUE NORTH then lies midway 


between the hour hand and twelve NORTH 
о clock. When the sun is high up in the 1700 HAS BST CORRECTED 
sky, this method cannot be used with TO 1600 HAS LOCAL TIME 


any success. In any case the result is unlikely to be accurate to better 
than five degrees. 


THE PRISMATIC COMPASS 

In spite of the high technology methods of navigation available to us, 
there is always the time and place that it does not work and you have 
to resort to your own devices. 

If you are fortunate enough to be able to use a Prismatic Compass 
and have one in your kit, then what could have been a disaster will 

be avoided. 

The diagrams on the following pages set out the principal parts of the 
compass, although the illustration shows the COMPASS CARD 
marked in degrees, it is now used in mils which makes it even more 
accurate - depending upon your skills at handling it. 

The standard Prismatic Compass is an accurate instrument for 
reading Magnetic Bearings. It is precision made to a very high 
standard of workmanship and therefore a valuable piece of equipment 
to bc taken care of. That is not the only reason for treating it with care 
aș if itia neglectad lika any other kit, it willnot work accurately when 
most needed. 

It has a double glace cover, one aver the compax card, tho otherIn 
the hinged lid of the compass on which is marked the Lubber Line. 
The NORTH point is marked on the floating card by a luminous 
triangle, the cardi engraved with an inner and outer circle of mils. 
The inner circle reads clockwise from 0 to 6400 mils, starting at the 
NORTH point, each small division being 20 mils. | 

The outer circle reads clockwise from 0 to 6400 mils, starting from the 
SOUTH point, each small division being 20 тії. 

The compass neadle is below the card and fixed іо itso that the two 


swing together. 
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The box forming the base of the compass filled withoi) to’ damp’ 
the movement of the card. Under the upper glass cover is marked 
with black figures 2 to 64, each division being 100 mils, A small 
luminous mark is also on the glass, used for night marching, This 
cover is encased in a brass ring that rotates to any position, and 
clamped by a screw near the lid hinge. 

Opposite the hinge on the lid is a small black triangular block which 
contains the magnifying prism. 

When the lid is open the prism can be flipped over enabling you to 
look through it and read the figures on the outer circle of the compass 
card. To improve your focus move the prism up or down on its 
mounting. 


OBSERVING WITH THE COMPASS. 
To take a bearing, 
1. Open up thecompass ready for reading through 
the prism, make sure the lid is vertical and the 
PRISM in the reading position. 
2. Hold the compass, with a thumb through the COMPASS HELD 
HOLDING RING, use other hand to steady it in a LEVEL WITH LID 
comfortable position. Hold the compass level or the VERTICAL 
card will not swing freely. 
3. Look through the SIGHTING SLIT in the PRISM 
and line Ир the LUBBER LINE in the LID with the 
object on which you are taking a bearing - see 
SIGHTING PICTURE as illustrated. At the same time, 
look through the eyehole in the PRISM, and see the 
readings on the COMPASS CARD below as it swings PICTURE 
and settles. 
When the card comes to rest, read off the bearing against the LUBBER 
LINE. This ha ‘has now giverou a MAGNETIC FORWarp BEARING 
on ломе je . Nit practice you WW get very accurate roa dings 
especially it you аге айе torest your arms ona wall or against a 
building. 
Watch out for any metal objects that might distort the reading. 
NOTE: The LUBBER LINE is sometimes called the HAIR LINE. 
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NIGHT MARCH 


Before a night march, the bearings should be worked out and the 
compass set by day. As much of the route should be reconnoitred by 
day - even from a distance. Ground studied from Aerial Photographs 
if available, Landmarks, roads, hedges, streams etc that have to be 
crossed should be noted as a check on distance and direction. 
Several compasses may be used with bearings preset for each ‘leg’. 
If visibility allows pick out an object on the required bearing, as far 


distance as can be clearly seen, and march to it, Then select another 
object, march on that and so on, 


Setting the Compass for a Night March 


From a given bearing, converted from a map or 
taken by a Recce Patrol during the day. 

Set the compass by looking through the 

EY EHOLE, turning with the compass until the 
reading of the graduations against the lubber tine 
shows the required bearing. 

Tighten the CLAMPING SCREW in this position. 


The axis of the compass will be at the required bearing when the 
NORTH POINT on the COMPASS CARD coincides with the 
LUMINOUS STRIP on the GLASS COVER - see diagram below. 
Keeping together both the NORTH POINT on the COMPASS CARD 


in line with LUMINOUS STRIP on the GLASS COVER will give you 
the correct direction of march. 


LUMINOUS NORTH 
POINT ON 
COMPASS CARD 


MAP READING 


PRISMATIC 
COMPASS 


OPEN REAPY 


FOR READING 
THROUGH 
PRISM 


OBSERVING 
WITHA 
COMPASS 


COMPASSHELD LEVEI 
WITH LID VERTICAL 


THE SIGHTING 
PICTURE 


READING 
A BEARNG 


BACKSIGHT 
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FINDING TRUE NORTH 

By the stars a 
(Northern Hemisphere) GREAT BEAR or PLOUGH 
In latitudes less than 60° the POLE ғ 
STAR is never тоге than about 40 POINTERS И 
miles away Гот TRUE NORTH. 


The position of the POLE STAR is 1 “7 cine 
\ 
1 
№ 
\ 
LU 
\ 
\ 


indicated by the pointers of the 

Great Bear or Plough - see 

diagram. 

All stars revolve round the POLE 

STAR and the Plough may be 

either below it low down near the 1 7 
horizon and right way ир, or M 
above it in the sky and upside x POLARIS 
down or in any position between. г 

If the Plough is obscured or below А 

the horizon, Cassiopeia which is d 
shaped like a W and is on the 

opposite side of the POLE STAR А 
from the Plough, тау be visible; X CASSIOPEIA 
the POLE STAR is the nearest d n» 

bright star within the arms of the W. С 

Above 60° latitude the POLE STAR 

is too high in the sky to be a good guide to NORTH. 

At the NORTH POLE it is vertically overhead. 


The only wayto learn night navigation is to get out in the dark, identify 
the constellations shown in the above diagram and practice moving in 
different directions by using stars and checking with your compass. 


"Ae with all map reading — practice makes perfect." 
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ROUTE CARDS 
The purposes of a ROUTE CARD is to ensure that you plan the route 


you are taking and from the start become aware of the distances YOU 
are proposing to travel, the obstacles that you will encounter, either 
overcoming them or taking action to find a route round them, RV's and 
the locations for your bivi sites, also to ensure that in an emergency, 
assuming you have had the sense to leave a copy - someone will know 
your approximate position at any given time. 

The illustration of the ROUTE CARD below is self explanatory, you 
need plenty of space in each column to write information. Never be 
short of detail, it is better to have more than you need than not enough. 
If you are in a group make sure each person has an accurate copy and 
leave a copy behind for someone who you will be in contact with during 
your expedition or exercise. 

The importance of CHECK POINTS and the TIMES that you are to be 
there must be shown on the ROUTE CARD. 


ROUTE CARD 


Produced by Start Point Grid Ref 
Date Finished 


Leg i Landmarks 
Hazards 


EXAMPLE OF HEADINGS AND 
LAYOUT FOR A ROUTE CARD 
i 2 t i 


MAP READING 


THE 24 HOUR CLOCK SYSTEM 

The hands on the clock face are pointing to quarter past eight. If it was 
in the morning (Ante Meridian - AM - before noon) you would call it 
0815 hours. If it was in the evening (Post Meridian = PM - after noon) 
you would call it 2015 hours. 

The importance of using the 24 hour clock system cannot be ignored 
as it avoids any confusion over timings and is explicit in its meaning. 
The Armed Services use what is known as the date/time group, which 
includes the date as two figures in front of the time, see examples 
below. 


12 
2400 1 


1800 
EXAMPLES:- 


122200 June would be 2200hrs on the 12th of June, i.e. 1 Opm in the 
evening on the 12th of June 

This is used when timings cover several days, e.g. START Exercise 
170600 END Exercise 201000 
AE exercise will begin at 6am on the 17th and end at 1 Oam on the 


it is important that you leam how to use the 24 hour clock system as ай 


timings in the services are based on it. 
Use it every day until it becomes automatic. 
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THE PATHFINDER PROTRACTOWROMER 
IMPROVE YOUR MAP READING SKILL 


D AE SRERLERRLEEESS 
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"i 
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im 


"THE PERFECT TRAINING AID FOR MAP AND COMPASS 


MONEE SALE 
3/190, 406 1ОЁгъ барана {1 Ига Srn) 
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AN 


эн) Г п uw 


A ж т ш шыш ё 
КАРАУ АРИИНЕ! 


- EVERY INSTRUCTOR SHOULD HAVE ONE” 


м elatis trom: Price; £2.0 ea Plus 50p p&p 
WUT МАЧ POCKET BOOKS 


317 SLA 
PO Box 28 , Leven. East Yorkehive, Н == 


115 


ORIENTEERING 


Orienteering is like a car rally on foot, and as a sport has become well 


established in the UK. It can be over a mile or two or made to cover a 
vast area. 


it can be a mornings fun, last all day or several days. 

It can be toughened up to cross mountains, or be improved by 
introducing rafting or even canoes. It can be a treasure hunt or finding 
escaped prisoners . 

It can be carried out by day and night. It is a competitive activity putting 
your map reading skills to the test and your ability to think quickly on 
your feet. 

You need to be fit and have plenty of determination, to safely navigate 
around a set course laid out by the organisers. 

The event is judged by the shortest time it takes the competitors to 
navigate and complete the course with the most points scored. 

You have to record your progress on a Control Card. 


HOW IT IS ORGANISED 


A MASTER MAP of the area in which the orienteering is to take place 
will be set up for all competitors to see. 

Normally you will be given a list of MAP REFERENCES which are the 
CONTROL points. You will be issued with a map of your own ina 
plastic cover or Map Case. 

You plot the CONTROL references on your map from the Master Map 
and then set off for your first CONTROL. 


CHECK POINTS or CONTROLS 


The CHECK POINTS or CONTROLS which make up the route are 
usually marked in some way to distinguish between them. 

In some Forestry Commission areas for instance these markers are 
diamond shape painted red and white, fixed to posts each one being 
separately numbered. 

In competitions moveable CONTROLS are put out before the 
competition. This allows the organisers to use different areas and 
different courses. 

To prove that you have been to the CONTROL you have make a note 
of the number or symbol carved into the top of each post or use a 
Special punch called a Swedish marker punch on your event card. 
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These will be checked when you return. 

The Controls are not easy to find, more often than not they can only be 
seen from a close distance, usually less than 30m, therefore accurate 
map reading is essential if you are to find them. 

Itis a good idea to choose an easily identified point like a track junction 
near to the CONTROL (this is called an ATTACK POINT) and then to 
pace the distance on a bearing to the CONTROL. 


EQUIPMENT 

To orienteer safely you would normally require the following:- Map and 
map case. Compass (Silva type). Pen. Whistle. Suitable Clothing. 

The type of clothing you wear depends to some extent on the time of 
year, the location of the course and how long the event is likely to last. 
Your combat kit is adequate, especially in wooded areas or in rough 
terrain. 

Set out in the paragraph below is the minimum kit required. However, 


youwouldbe advised that experienced peopletake whatthey needandnothing 
more - what you take - you have to carry:- 
Wool or cotton shirt or vest. 
A lightweight waterproof Cagoule. 
Long trousers/track suit bottoms to protect your legs against thorns, 
nettles etc. 
Cotton or wool socks. 
Strong walking/running shoes. 
A towel for when you return to your transport. 
A change of clothing (you may be very wet and or dirty) including 
shoes. 


KEEPING DIRECTION 


To orienteer successfully you must be able to keep going in the correct 
direction. This can be achieved in two ways;- 
1. USING A COMPASS. 
This Will always tell you where NORTH is and by SETTING the 
Compass you can find the direction in which you want to go. This is 
however onlyreally useful in open country like moorland, 
2. USING THE МАР, 
This is perhaps the best method since ‘is hard to get ost you do it 
correctly. The compass is also Used to set ororientate the map, set ihe 


map in relation to the ground. 
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Once themap is orientated, if possible, always use features you can 
identify on the map and on the ground to get you to your 
destination. 

This involves planning your route in advance and in a number of short 
easily navigated legs . If there is a leg with no easily identified 
features trust your compass. 

When either of these methods are used, keep in mind the orienteering 
techniques mentioned below, they will help you to navigate by the 
quickest and safest method. 


GETTING LOST 


Even the best navigators can sometimes get lost, however this is not 
usually the disaster it may seem, since it is not too difficult to find 
yourself again. 

If you get into a situation where you are lost, STOP and THINK IT 
THROUGH, bearing in mind the fotlowing:- 

1. Dont Panic - a cool head is needed. 

2. Use the compass and orientate your map, try and trace your route. 
3. Try to identify the ground around you and match it to the map, if you 
succeed then you have found yourself, plan your route onward. 

If you cannot, then try to retrace your route to the previous check 
point. If this also fails, set your compass and walk toward a road or 
other easily identifiable line on the ground then stay there until found. 


THE ORIENTEERING MAP 


The map is a large scale (usually 1710000 or 1 :15000 scale) 
representation of the land, the information around the margin of the 
map will tell vou what the colours and svmbols (95918 
Study YOUr map and identify all the diff erent markings and colours. 
Colours on the SPECIAL ORIENTEERING MAPS are used to 
indicate the speed at which vou can MOVE,notthe TYPE o; 
GROUND, for instance an area shaded dark green might indicate 
ground which would be very difficult to move through, - usually Known 
as "FIGHT" because You would have to fight your waythroughit, 
whereas à light green area could indicate close woodlandor very 
rough ground through which you could walk, 

White may indicate where you could run, perhaps grassland or Very 

mature woodland where the trees are wej spaced. 


The orienteering map, because of its scale 
п; „Беса shows gre, j i 

accura tely position depressione in the ground, holes анны dud 
7 
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earth walls and embankments which would normally not be shown. 
Learn these new symbols as soon as you can, identifying them on the 
ground could be the difference between being lost or found . 

As you know, you must know exactly where you are at all times, you 
will only achieve this by constantly checking the map and always 
keeping it orientated. | 

Remember NORTH is at the top of the map, the black grid lines which 
run up and down the map run approximately NORTH to SOUTH, It will 
always pay you to set or orientate your map correctly, until your skill in 
map craft ensures that you know your location at any given time on the 
map/ground during your journey. 


NAVIGATING TECHNIQUES AND CHOOSING A ROUTE 


When you choose your route try and find the best way of getting to the 
first CONTROL ру selecting a good, easily identifiable ATTACK 
POINT like a track junction and then plan your route to this ATTACK 
POINT using easily followed features like tracks, fence lines, forest 
edges and streams these features which you will meet on your route are 
known as COLLECTION POINTS (because as you move around the 
course you can collect them). 

It is not a good idea to go directly for the CONTROL since they are 

easily missed. 

When you begin to select your route start by choosing a good 

ATTACK POINT near to the next CONTROL. A track junction or corner 
of a wood will do but it 
should be as close as 
possible to the CONTROL 
and easily identifiable. 
Next select a route which 
will have as many 
COLLECTION POINTS 
on it as possible. 

The more the better 
since these are the way 
in which you will navigate 
from one CONTROL to 
another, however 
remember to check 
direction from time to 
time with the compass. 
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Try to avoid bogs, dense forest and very steep hills as these will slow 
you down and may even be impassable. 
It will often be better to go round an obstacle even if the distance 
covered is greater because it will be easier and faster. 
To help you decide which route you should take remember the 
following. 
The Short Hard Route v The Long Easy Route 

Swim across the lake or go round it. Climb up and over the mountain or 
go round the valley. 
There are usually several ways to get from one point to another, two 
points may be separated by different types of terrain which will take different 
amountsoftimeandenergytogetthrough. 
A good runner will typically take the following amounts of time to complete 
400 metres over differentterrain:- 

a. Path 2 mins 


b. Heathland 4 mins 
c. Open Forest 6 mins 
d. Thick Firs 10 mins or more 


It may be the case that it will be quicker to run twice or three times the 
distance on tracks, than to try and fight your way through a thick forest. 
The Steep Short Route v The Long Flat Route - 

You will often find when orienteering in hilly country that the course 
has a number of CONTROLS at opposite sides of a steep hill or 
valley. 

You ae then make the decision whether or not it will be quicker to 
go over the top or to contour round. 

If you remember that a 25 ft height gain will be equivalent to 1 00m on 
the flat, in the amount of effort used, you should be able to make the 
choice. 


AIMING OFF 


Sometimes the CONTROL you are aiming for is on alinear feature at 
right angles to your line of approach such as a track or stream. 

This will mean that the CONTROL may be difficult to find if you aim 
straight for it since if you miss it, you will not know for sure whether it 
is, for instance, to the North or South. 


This problem canbe overcome simply by aiming off to one side of the 
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CONTROL, say the North, then 
when you reach the stream/track 
you will know that the CONTROL 
is to the South. 

This will cut down the time that 
you spend searching for the 
CONTROL. 

Orienteering is an exciting sport 
with the added benefits of 
practicing and improving your 
Map Reading and sharpening 
your wits, at {лэ same time 
keeping you physically fit. 

Many units enter teams for the annual Army Orienteering 
Championships. 
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TERMS USED IN MAP READING 


BEARING The angle, measured clockwise, that a line makes with a 
fixed zero line. It may be a True Bearing, measured from True 
North - a Magnetic Bearing measured with a compass from 
Magnetic North, or a Grid Bearing measured from Grid North. 

COL (SADDLE): See also SADDLE for description. 

CONTOUR: An imaginary line on the surface of the ground at the 
same height above mean sea level throughout its length. Contour 
lines are drawn a map to show the shape of theground. 

CREST: The highest part of a hill or range of hills. That line on a 
range of hills or mountains from which the ground slopes downin 
opposite directions. 

DATUM or DATUM LEVEL: The level from which altitudes are 
measured; generally mean sea-level. 

DETAIL: All the topographical information on a map. 

DIVIDE: The line along a range of hills from which the water flows in 
opposite directions, e.g., the continental divide. 

ESCARPMENT: The steep hillside formed by a drop in land level, 
usually at the edge of a plateau. 

FIXED POINT: Used in making a map to denote a point that has been 


fixed on the paper by survey methods. 
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GORGE: A narrow stream passage between sieep rocky hills; a 
ravine with precipitous sides. 

GRADIENT: Aslope described by a percentage, mostly used on 
roads to indicate the rise and fall in a road; e.g., a steep hill. 

GRATICULE: Lines of longitude and latitude drawn on a map as the 
basis for a system of map references. 

GRID: Lines drawn on the map forming squares as a basis for a 
system of map references. 

GRID NORTH: Except through the origin, grid lines do not lie true 
north and south or east and west. Grid North is the direction of the 
north-south grid lines on a map. 

HACHURES: A conventional method of showing hill features by 
shading in short lines drawn in the direction of the slope. thicker at 
the top of the slope than at the bottom. 

HORIZONTAL EQUIVALENT (HE): The horizontal distance on the 
ground between two adjacent contours. 

ISOGONAL: A line drawn on a map through places having the same 
magneticvariation. 

KNOLL: A small knoblike hill. 

LEFT or RIGHT BANK: The appropriate bank of a stream or river 
when facing DOWN stream. 

LOCAL MAGNETIC ATTRACTION: Attraction of the compass 
needle due to presence of metal or magnetic iron ore. NOT to be 
confused with Magnetic Variation. 

LUBBER LINE: Sometimes referred to as the HAIR LINE running 
through the glass lid of the Prismatic Compass, used for sighting 
on an object when taking a bearing. 

MAGNETIC VARIATION or DECLINATION: The angle between 
True North and Magnetic North. 

MAGNETIC NORTH: The point in far north of Canada, to which a 
compass needle points. 

MERIDIAN; A true north and southiine. ; 
ORIENTING a МАР: Placing it so that its True North line points True 

North (or Magnetic or Grid North line points to Magnetic or Grid 

North). This is also called “Setting the Map", 
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PLATEAU: A table land: A raised plain, usually quite flat, above a 
level of the land. 

PLOTTING: Transferring to a map bearings and other 
measurements. 

RAY: A line drawn from the position of an observer to fix the 
direction of an object. 

RAVINE: A long deep valley worn by a stream 

RE-ENTRANT: A shallow valley or ravine, usually between two 
spurs, running inwards towards the hill or mountain top. Usually 
found where a stream runs off a hillside. 

RIDGE: The line along a hill or range of hills or mountains from which 
water flows in opposite directions; a divide; sometimes the crest of 
a line of hills as it appears along the horizon. 

RESECTION: The process of finding a position by taking bearings on 
two identifiable points and plotting them on a map, also by fixinga 
position by observation of at least two previously identified points. 

SADDLE: A depression between adjacent hill or mountain tops: also 

called a col. 

SECTION: A line drawn to represent the shape of the surface of the 
ground along a line between two points. 

SPOT HEIGHT: A point on a map whose height has been found by 
survey methods, identified by a dot with figure against it. 

SLOPES (Concave and Convex): Convex bulges out, Concave 
“cavesin. 

SPUR: A hill feature or low ridge, running out from a hill or high 
ground, often found between two re-entrants. 

TRIG POINT: A concrete pillar with a brass mounting used by 
Ordnance Survey for their survey work. The correct name is a 
Triangulation Point. Marked on a map by a small triangle with the 
height above sea level shown next to it. 

TRUE NORTH: The direction of the North pole from that point. 

VERTICAL INTERVAL (V.I.): The difference in level between two 
adjacent contours on a map. 

WATERSHED: The line, usually mountain range where waters divide 
to flow into different river systems; the edge of a river basin. 
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The subject of Fieldcraft in this section is dealt with only at individual 
and infantry section level. 

In recent times the introduction of the SA80 and LSW, plus the LAW 
(Light Anti-Tank) weapons have had an effect on infantry tactics and 
training. 

The other dramatic changes have been the introduction of the Warrior 
Armoured Personnel Carrier and the Saxon (wheeled APC) as a 
result of which the Armoured Infantry Battalions are now well 
established. Changes in tactics and training of personnel throughout 
the various levels in the battalions has been taken on board . The 
consequences of having 'armour' in the units requires the back up 
Services to be expanded and facilities made available. 

The reference made to tactics needs some explanatibn. It could be 
defined as making the best use of the resources you have at your 
disposal, taking into account your own and the enemy s strength and 
situation. The likely action the enemy will take. Immediate and past 
experience, and to some extent the knowledge required to make a 
calculated risk in committing the available resources with the least 
risk to those valuable resources 


INTRODUCTION 

You will have been instructed in this subject during your initial 
training, although that will have concentrated on the Individual 
Fieldcraft skills. Later you will have become accustomed to more 
advanced aspects of the subject, by being trained as a member of a 
Section at the same time using other skills, weapon training, battle 
drills etc. 

As a soldier - irrespective of your Regiment or Corps you will always 
have to retain these basic skills and may be called upon to use them 
when least expecting to do so. 

Like so many skills as a soldier, unless you are constantly practicing 
them you will lose your edge, you don t need to be told, but the 
standards of skill you maintain in Fieldcraft could mean the difference 
in the length of your life span. Your ability to react, to use cover 
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correctly, make the right decision on When and where to move, 
“sus out and make an appreciation of the situation; are all down to 
practice in the application of your personal Fieldcraft skills. 
Provided you train yourself to use your eyes - powers of observation 
can teach you a great deal of fieldcraft. 

You will be aware that the wild life get a living off the land by being 
experts in the use of their skills of stealth, speed, patience, fitness, 
stamina, planning and cunning, and by having natural ability in the art 
of camouflage and concealment. 

Fieldcraft is their prime skill in catching their food and in many ways 
to be good at Fieldcraft you could do no better than to study the 
actions of wildlife at every opportunity. 

Observe how a cat stalks its quarry, how the Sparrow Hawk, hovers 
patiently, observing the right moment to drop in on the Field Mouse, 
the Fox, using the hedgerows to move from one field to another, see 
how well a Rabbit is camouflaged against the ground. 

All of these examples are types of Individual Fieldcraft skills 
exercised for the purpose of either "defence" or attack . 

Once you have an understanding of the need to imitate those skills 
that wild life practice to survive in the field, then you will be on the 
way to attaining an acceptable standard of Individual Fieldcraft. 


Section Organisation 


The Infantry Section is the smallest unit within the Battalion. There 
are several different organisations which are adopted within the 
Section, depending upon the role they are carrying out and or the 
circumstances under which they are operating. 

With the introduction of the SA80 Rifle and the LSW Light Support 
Weapon, the LAW Light Anti-Tank Weapon has changed how some 
of the minor tactics are now performed. 

The Section will often be organised in two equal groups, when they 
may have to work as half-section patrols or double sentries etc. 

The normal fighting strength of a Section in the Regular Army (650 
strength Battalion) is two NCQ's and six men, but it can operate with 
one NCO and five men. 

In the diagram on the next page the Section organisation is shown 
with 2 LSW's and 6 Rifles. 

The new groups are called Fire Teams as a sub-unit of the Infantry 
Section which usually consists of an NCO and 3 soldiers. 

The fire team structure is essentially flexible and any combination of 
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n Can be called a Fire Team. 


esources within the Secuo 3 
tre introduction of the Warrior Armoured Personnel Carrier has also 


had a marked affect upon the conduct of operations within the 
\niantry Battalions. 
Armoured Infantry Battalions have carried out extensive training in 
the tactical deployment of infantry from the Warrior. The vehicle has 
undergone rigorous use under severe conditions and gained the 
respect of those who operate and use it. 
The diagram below of a Battalion is not hard and fast, as elements 
of other arms are always attached to a Battalion depending upon its 
theatre of operations and the role it is tasked to carry out. 


Outline Organisation of an Infantry Battalion 
Bn HQ 


Rifle Coy Rifle Coy Rifle Coy Admin/HQ 
| Соу 


| 
| Fire Support Coy Signals 
Rifle Coy 
o-- HO 
Milan P, , Mortar 


PI РІ РІ LAD Recce PI 
| 


———L—À 
Sec бес Section 


—— 


CHARLIE FIRE TEAM DELTA FIRE TEAM 


Cpl Rifle бес Comd L/Cpl Rifle Sec 2ic 
2 x Pte Rfn 2 x Pte Rifle Rfn 
Pte LSW Gunner Pte LSW Gunner 
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INDIVIDUAL FIELDCRAFT 

As a soldier no matter which Regiment or Corps you are serving in, 
your first line of responsibility is to be an efficient Soldier. You are 
required to be proficient in the use of your particular PW (Personal 
Weapon). The same level of efficiency is required in your fitness and 
your ability to perform as an effective member of a team/section. 
The application of individual Fieldcraft Skills in tandem with Skill at 
Arms is essential for your survival, therefore this section of the 
Pocket Book is NOT JUST FOR THE INFANTRY. 

You will need a lot of practice and patience to develop the natural 
ability to react in defence of your survival. This is applicable both as 
an individual and a member of a team. 

Be good at fieldcraft and survive - you seldom get a second chance. 


FIELDCRAFT SKILLS 
METHODS OF JUDGING DISTANCE 


Why judge distance; if you can judge distance you will know the 
approximate area in which to look when given an order. If your sights 
are not correctly adjusted, your shot will probably miss the target. 
USE A UNIT OF MEASURE 


100 metres is a good unit 


The Range is marked out at ANE "en 


100 metre intervals. 
A Full Size Football pitch is 
about 100 metres long. 


DO NOT USE THE UNIT OF 
MEASURE METHOD OVER 
400 METRES IF YOU CAN'T 
SEE ALL THE GROUND 
BETWEEN YOU AND THE 
TARGET. 
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ALOS TO JUDGING DIST ANCE 


practice fitting your Unit 
of Measure between you 
: and your target. 


APPEARANCE METHOD 
By noting what a person 


looks like at a set distance, you 
can then use the 
Appearance Method 


Common objects may also be used 
for this method. 
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Things seem closer Further away 


REMEMBER 
Things seem closer . . In bright light, if they are bigger than their 


surroundings, if there is dead ground between you and them, if they 
are higher up than you. 


Further away . . . With sun in your eyes, іп bad light. When smaller 
than surroundings. Looking across a valley, down a street or along a 
path in a wood, if you are lying down. 


KEY RANGES 


If the range to one object is known, estimate the distance from it to 
the target. 


BRACKETING 
Calculate mid-distance 
between nearest 
possible and furthest 
possible distance of 
target. 

Nearest - 100 
Farthest - 300. 
Mid-distance - 200. 


HALVING 

Estimate the distance 
halfway to the target then 
double it: 

100x2-200 
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RANGE CARD 


Point from which made out 
Method of taking ranges 


Made out by 


THE SMALL ARMS RANGE CARD 


Range Cards are to be prepared whenever a position is occupied for 
30 mins or more. 

Section and platoon commanders are responsible for ensuring the 
range card is made out and that it is accurate. 

A range card must be made out for every separate position i.e. trench 
and should be passed to the next occupant who must check its 
accuracy. 

A pre-printed range card is available on the 24-hr ration packs, these 
should be retained and used when necessary. 

By practicing at making out Range Cards you will be applying all the 
skills of Judging Distance and as a result improve your accuracy. 
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PERSONAL CAMOUFLAGE AND CONCEALMENT 


The enemy is looking for you so = don’t make 
It easy. Merge with your surroundings 


Make sure nothing 


shines. 


Blend in with your 
surroundings -if they 


vary, so must you. 


AVOID THE SKYLINE 


merge into the 
shadows - don't lean out - 
you will be seen 
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Don't use isolated cover - it stands out. 


SOMETHING IS SEEN BECAUSE ITS:- 


Shape 
Shadow IS FAMILIAR OR STANDS OUT 
Shadow 


Surface 
Spacing IS DIFFERENT FROM ITS SURROUNDINGS 
Movement 


SEEING 15 ........ Noticing details. 


EASY TO SEE DIFFICULT TO FIND 
SHAPE....., Disguise your shape = 
including equipment and weapons 
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SHADOW . . . . Keep in the shadows 
} J 


SILHOUETTE 
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SPACING... Keep spread out - but not equally spaced. 


^^ 


=“ 
"2, 
w 


MOVEMENT .... Move carefully - slowly when 
concealed - sudden movement will attract attention. 


You MUST SEE without being SEEN. 
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TARGET RECOGNITION 
The correct target must be located and fired at 


For obvious targets 


: = For loas obvious targets 
made еп gate "450 - 1/2 right - gate 
slightly right - fence post" 


For difficult targets use the Clock Ray Method - 


“350 half left - house, 
right 3 o'clock - “з50- half iett-house, 
small bush" 8 o'clock, hedge" 
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FIRE CONTROL ORDERS. 
When the Section comes under fire the Section Commander will give 
the order ‘TAKE COVER’. 
The drills for this are covered later, however there will come a time 
when the Section Commander will need to take control of the fire 
power of the Section to concentrate it on the enemy, this is achieved 
using a Fire Control Order, 
You must learn how to do this instinctively so that you can: 

a. React to the Fire Control Order correctly. 

b. Give an order yourself if no one else can see 

the target. 

To give a correct Fire Control Order you have to follow a set 
sequence, it will help you if you remember it by the Key Word 
GRIT, as follows:- 


WHICH GROUP IS TO FIRE 
(“No 2 SECTION, RIFLE GROUP"). 


RANGE IN METRES (450) 


INDICATION WHERE TO LOOK 
(“HALF RIGHT GAP IN WALL ") 


TY PE OF FIRE (“RAPID FIRE”) 


When giving this type or order remember it is an order therefore 
to give it: - 


Clearly 
Loudly 
= As an order 
= With Pauses 
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TYPES OF FIRE CONTROL ORDER 
The details of the Fire Control Order you get depends on the Type of 
Target to be engaged. 

BRIEF Orders = 


“Sights down quarter right rapid fire", 

FULL Orders - “Gun group- 450 feft-house 
doorway- bursts-fire ^. 

DELAYED Orders. 

"No 2 Section-300-quarter right-small wood = 
when enemy appears - rapid -fire ". 

INDIVIDUAL Orders 

"No f Section 300 = slightly left- small bushes -enemy in 
that area - watch and shoot" 


When a Section comes under effective fire the Section Commander 
will give the order to ‘ТАКЕ COVER’. The drills for this are set out 
later, however there will come a time when he will need to take 
control of the fire power of the Section to concentrate it on the enemy. 
This is achieved by using a FIRE CONTROL ORDER. You must 
learn how to automaticall respond to this instinctively. 

MOVEMENT IN THE FIELD 

When close to the enemy you do not want your movements to be 
seen-therefore use cover. Remember to: Use the hedges and walls 
for cover. 

Leopard Crawl Crawl on the inside of your knees and your elbows. 
Useful for moving behind very low cover. Move by using alternate 
elbows and knees, rolling your body a little as you bend your knees. 
Keep your heels, head and body down, you must observe at all times. 


FIELDCRAFT 


Leopard Crawl — 
with a rifle. 

Hold your Rifle with 
the right hand on the 
Pistol Grip and the 
left hand on the Hand 
Guard. 


The Monkey Run 

This is the normal hands and knees 
crawl. Useful to move behind low 
cover. 

You can move quite fast, but it does 
make a noise. 

Moving slower and to prevent twigs 
cracking as you move, put your knees 
on the spot where your hands have 
been. 

Keep your rear-end and head down, 
but continue to observe. 

With a rifle hold it at the point of 
balance, make sure that no dirt gets 
into the muzzle. 


The Walk 

The Rifle is held in the ALERT position, 
ready for instant action. 

You must adopt a positive and alert attitude, 
observing in all directions. 

Don t walk on the flat sole of your boots, use 
the edge to walk quietly. 

It helps to keep your balance if you slightly 
bend your knees as you move. 
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The Roll 

The quickest way of getting off a skyline 
or crest of a hill. 

Protect your Rifle, hold closely into your 
side. Keep feet together and your body 
straight. 


MOVEMENT AT NIGHT 

Always move quietly. 

Movements used during daylight are not 
suitable at night- they have to be adapted 
The Ghost Walk 

Lift legs high, sweeping them slowly outwards. 
Feel gently with toes for safe place for each 
foot, put weight down gently. Keep knees bent. 
Use the left hand to feel the air in front of you 
from head height down to the ground checking 
for obstructions, trip wires, booby traps or 
alarms etc 


The Cat Walk 
Crawl on hands and knees. Search ground 
ahead for twigs, move knee to where hand 
has searched. 


The Kitten Crawl 

It is quiet-but slow. /f is very tiring. 

Lie on your front, search ahead for twigs, 
move them to one side. 

Lift your body on your forearms and 
toes, press forward and 

lower yourself on 
to the ground. | 
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NIGHT NOISES 


At night YOU hear more than you see. 
Stop and listen. 

Keep close to the ground, turn your 
head slowly and use a cupped hand 
behind the ear. Freeze if you hear a 
noise. 


MOVING AT NIGHT - REMEMBER 


Keep quiet .... have no loose equipment. Move carefully . . . use the 
ghost walk, cat walk or kitten crawl. 
Clear your route . . . dry vegetation will make a noise. 


Use available cover . . . flares, thermal imaging and night observation 
devices will turn night into day. 2 


Keep to the low ground . . . you split your party at night at your peril. 


APO: г $ nee ha I 
ON SOFT OR ON 'STONEY* WALKING 
SANOY GROUND GROUND ON GRASS 
OR IN WOODS 


LISTENING AT NIGHT 
If the enemy is about - keep an ear close 


to the ground. 

The closer you are to the ground, the 
more chance you have of seeing the 
enemy on skyline . 
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NIGHT VISION 


We can see in the dark - but REMEMBER our eyes take 30 minutes 
to get used to the dark. 


We see less than in daylight. We see shapes - not detail. 
We see skylines and silhouettes. We may see movement. 


YOUR EYESIGHT 


Your eyes have two sets of cells, one set for daylight (CONES) in the 
centre of your eyes, the other set for darkness (RODS), which are 
around the CONES. 

The night cells work when the day cells are affected by falling 
darkness. 

With constant practice night observation can be improved. If you 


have a cold, headache or are tired it can reduce your night vision, 
You will nnd that there is a limit to the time YOU can concentrate 


effectively on any given point or your vision becomes blurred. 
Most units изе Thermal Imaging (night sights) that turn darkness into 


daylight in as much that they pick out an object giving out heat (body 
heat), 


TneSUSAT sights on the SA80 Rifle (an optical sight) has 
advantages similar to that of binoculars for night observation. 
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BRIGHT LIGHT RUINS YOUR NIGHT VISION 
If caught in the light of flares take 
cover at once in open ground. 

If in a wood - FREEZE. If you see 
a flare, quickly close one eye to 
protect your night vision, use the 
other eye to look about you taking B 
advantage of the light, but do not 
move suddenly as this will give 
you away. 


DUTIES OF A SENTRY 
A sentry is the eyes and ears of the 
unit. 

If the job is done well, the unit will 
be safe and secure. 

When you are a Sentry make 
sure:- 

That you know and understand 
your orders. 

That you know what to do if your 
post is approached by a person or 
vehicle. 

That you ask questions if you do 
not understand anything. 

What ground to watch. Direction 
of the enemy. Signal for 
defensive fife. Names of 
prominent landmarks. 

Where neighbouring posts are. 
About patrols that maybe in the 
area, or coming through your 
post. 
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SENTRIES AT NIGHT 
IN THE FIELD 


At night sentries work in 
pairs. 

Sentries must know:- 
What to do if anyone 
approaches their post. 
What ground to watch. 
The Password. 
Sentries close to the 
enemy must know :- 


Direction of the enemy. 
Name of land marks. 
Where neighbouring posts are. 
Signal for defensive fire. 


About patrols that may come in or out through their post or near them. 
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HOW TOCHALLENGE. 


When you see movements 
which you think may not be 


our own troops - alert your 
Section Бш. -SAY - BE RECOGNISED . HALT 
‘HALT’ HANDS UP. CHALLENGE HALF OF 
‘Advance one and be PASSUORD 
recognised’. “Halt”. 
Give the challenge half of the 
password = quietly, so that 
only the first man can hear it. 
ACTION - Allow friendly troops 
through, know how many and 
count them through = one at a 
time. 

Section opens fire at enemy 
troops. 


NOTE: Be aware of a common 
trick which is for the enemy to 
approach a sentry, listen and 
learn the first half of a PASS 
WORD then fade away. An 
inexperienced sentry may allow this to happen. The same enemy 
then approaches another sentry and challenges them before they can 
challenge them. Again the inexperienced sentry might then give the 
reply then allow the enemy into the position. So be careful, never 
allow anyone into your position unless you can positively identify 
them, when in doubt call for help. 


USE YOUR SENSES 

How can they help in Fieldcraft? On a Patrol or on duty as a sentry, 

you will use your EYES, EARS and your TOUCH when feeling your 

way through difficult cover. 

Your sense of TASTE may not be used often, but your sense of 
SMELL - depending upon the smell - may remind you of TASTE, 
SMELL - Body smell or the smell of cooking or anything else that 
drifts on the aif can give your and the enemies presence away. 
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ATTACK 


Principles of Attack are; 

1. Surprise, by the speed carried out and from where it came. 

2. The volume of fire from different weapons. 

3. The ease and simplicity in which is was carried out. 

Attacks can take place by day or night, on foot, from the air or APC's. 
They may be carried out quickly as you bump the enemy on the 
initiative of your Platoon Commander or carefully planned, rehearsed 
and carried out with all available support. All Attacks have five distinct 
stages, they are; 

1. Planning and Prep. 

2. Winning the Fire Fight and bringing the maximum fire onto the 
enemy position. 

3. The final Assault. 

4. Fighting through the objective. 

5. Reorganization. 

At the Platoon and Section level these five stages are set out in the 
following pages as Battle Drills. They are drills in the sense of being 
a framework to ensure that no point is overlooked in the planning of 
an attack, also to give the individual commander on the spot the 
opportunity to make his own appreciation and plans as the Attack 
progresses. 


Fire and Movement 

All attacks are based on fire and movement. The term Fire and 
Movement and the principles behind it are important to learn and 
adopt. In reality it means that while one FIRE TEAM is up and 
moving, the other(s) are down in a fire position giving covering fire to 
those on the move. Remember it by thinking of keeping one foot on 
theground”. 

At a Section level Fire and Movement is not too complicated, but if it 
is part of an overall plan on a much larger scale then it can be very 
important to keep to the plan in detail. The use of supporting arms, 
artillery, Anti-Tank Guided Weapons, mortars, aircraft could all be 
used during a final assault - timing and good communications would 
be needed! 


Weapons 


The Platoon and Section commanders will have to consider the 
correct use of available weapons depending upon their Range, 
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mobility and rate of fire, ability to hit the target, the shape of the 
ground or any obstacles, the advantages of one weapon against 
another. 


Movement 


Only with practice will your skill be acquired to suit the ground and 
the tactical situation. The effective appreciation and use of ground will 
enable a Section to close effectively with the enemy. 

A Section comprises six riflemen and two LSW gunners, usually 
divided into two fire teams. Their weapons will to a great extent 
depend upon the threat of armour and the tasks they are to carry out. 
Likewise the Section can be brken down into diferent groups or teams 
as required acording to their role etc. 


Control of the Platoon 


Control is exercised by the Platoon Commander at all times byusing 
radio, whistle, voice, flares or field signals or by a member of the 
Section acting as Runner. 


SECTION BATTLE DRILLS 
These notes are for a Section organised with a Fire Support Team 
and an Assault Fire Team. 
The following Mnemonic will help you to remember all the detailks to 
be covered in your BATTLE PREPARATION:- 


P Protection, sentries, cover, camouflage, NBC, alarms. 
A Ammunition, supply, reserves. 

W Weapons, scales, distribution, checking and preparation. 
P Personal: camouflage, hygiene, food and water. 

E Equipment, scales required, distribution. 

R Radio - communications, rehearsals. 

S Specialist equipment for tasks, cutting, climbing, 

Q Orders, 'O' Group timings 


SECTION BATTLE DRILL No 1. BATTLE PREPARATION. 
a. Personal camouflage. Break up outline, use scrim net and local 
foliage typical of area. 

b. Check weapons. Clean, servicable, sights set at 300. 

c. Check ammo. Magazines and Grenades (HE and Smoke) 
distributed. 


d.Check all radio links aworking. 
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Section Commanders Orderg 
a. Ground refpoints. 
b, situation Enemy and Friendly forces. Pf fmn and Task. 
c. Attachments and detachments 
d. Mission - the section mission. 
e. Execution Fife Team group (if altered). Route. Sec Етп. 
f. LSW and LAW tasks. 
g. Service support - Info from PI Commanders orders. 
h. Command & Signals; info from PI Commander orders. 
REFERENCE POINTS & ANTICIPATORY ORDERS. 
In the Advance to Contact the Section Commander will look out for :- 
1 . Positions giving cover in anticipation of effective en fire. 
2. Reference points for Fire Control Orders 


SECTION BATTLE DRILL No 2 - REACTION TO 
EFFECTIVE FIRE. 


The drill to be adopted is: On the order of the section commander - 
“TAKE COVER”, DASH - DOWN - CRAWL - OBSERVE - SIGHTS - FIRE. 
Get off the area immediately. Move to nearest cover as indicated. 
Take cover, crawl into chosen position to observe. Return fire use 
tracer to indicate enemy position. 


SECTION BATTLE DRILL No 3 -LOCATION OF THE ENEMY 
Location of the enemy is usually difficult, failure means casualties and 
losing the initiative as result. Three stages in this drill: 

a. Observation - look in area from which thump came from. Use 
binoculars or SUSAT sight. Look for movement, smoke etc. 

b. Fire - fire order to couple of riflemen or LSW to fire at likely target - 
remainder of Section observe. 

c. Movement - Section commander orders rifleman to move while 
remainder of section observe. 

Note: The terms CRACK and THUMP . THUMP relates to the time/ 
Speed of the sound that the firing of a weapon takes to reach you. 
The CRACK is the sound of the round hopefully passing over you in 
its flight. 

In locating the enemy it is an aid to establish the direction from which 
a shot is fired. Sound tarvels at approx 600 metres per second, a 
bullet much faster. 
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SECTION BATTLE DRILL No 4 WINNING THE FIRE FIGHT 


AS soon as the Section Commander knows the enemies position, а 
fire order must be given to bring sufficient weight of fire on the enemy 
to neutralize them and or таке them keep their heads down. lt is 
important that the Section Commander takes control of the Fire Fight 
at the earliest, otherwise the large amount of ammunition that could 
be used might jeopardise the operation. 


SECTION BATTLE DRILL No 5- THE ATTACK BATTLE 
ORDERS 


When a Section Commander reaches the forward enemy position 

they look for any defended positions. If they are any part of the 

objective they will issue snap orders so that they can carry out an 

assault. This is always divided into three stages; 

The Approach - including Quick Battle Orders (QBO's) 

The Fight Through 

The Attack will always be one of the following depending on the 

number of stages in the attack. They will be as brief as possible. 

Orders for a one stage attack, that is when the Assault Fire Team 
goes straight into the assault 

1. Fire and Movement to close with en, L or R flanking. 

2. Assit Fire Team prep to move. Fire Sup Team fires. 

3. Assault Fire Team move. 

Orders for a two stage attack, that if when the fire support team move 
to another position before the assault fire team assaults. 

1. Direction of assault, L or R flanking. 

2. Fire Support Team moves first. prepare to move 

3. Assault fire team fire. Fire Support Team move 

Orders for a three stage attack in which the fire team moves first, then 
fire support team moves and finally the assault fire team assaults. 

1 Direction of the assault, possibly L or R flanking. 

2.Assautt Fire Team moves first to . ..Ргер to move Fire Support 

Team fires. 

3. Fire Support Team move. Assault Fire Team fires 

4. Assault Fire Team prep to assault. Fire Support 

Team fire and switch. 

5. Assault Fire Team moves. Fire Support Team fires . 

Fire Suppoprt Team should fire or move automatically on the previous 

order to the Assult Fire Team. 
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The Assault and Fighting through the Objective 


All movement by either fire team must be covered by firetromthe 
other, An angle of 1600 mils between the two Fire Teams allows the 
most effective fire support for the assault. As the assult is made the 
Fire Suppoprt Team should fire across the objective for as long as 
possible, then switches it s fire across the objective onto enemy in 
depth positions. 
Watch out for enemy interference from flanks. Section Cmdr make 
continuous appreciation during the fight through. 


DRILL No 6 REORGANISATION 

When objective cleared of enemy the Section Commander must 
regain close control over men and position, ready to beat off counter 
attack. 

Reorganisation must be swift and efficient, if not all that was gained 
will be lost. 

The Section Commander will: 

1 Allot fire tasks to each member of section. 

2. Post sentries. 

3. Check on casualties. 

4. Check ammunition, arrange redistribution of ammo. 

5. Supervise re-digging of shell scrapes. 

6. Send prisoners and captured kit to rear. 

7. Report to Р! Cmdr for orders. 

The Fire Support Team will; 

1. On prearranged signal, rejoin the Assault Fire Team once Section 
in in control of the objective. 

2. Check LSW and redistribute ammo. 

Riflemen should; 

1. Check weapons and equipment. 

2. Check ammunition and grenades. 


3. Recharge all magazines. 
NOTE: While the 'fight-through' is in progress the capture of the 


objective is the first priority. As soon as the position is cleared, than 
casualties take high priority. 
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SECTION AND PLATOON FIELD SIGNALS 


Field Signals are a silent means of cammunication between members 
ofthe platoon. They should be used whenever possible and be 
constantly practised, even when going about norma! duties it is as 
well to use them, so they become second nature to everyone. 

Very often there is a need to attract the attention of those who are to 
receive the signal, especially ifthe Section Commander wants to tell 
several members of his section at the same time. This does not 
absolve you as a member of the saction from watching out for 
signals, there may be times when an audible signal is not practical. 
There are four recognised methods of attracting attention:- 


EXPLANATION AND KEY TO FIELD SIGNALS 

1.A SINGLE whistle blast - during fire contact only. 

2. Snapping forefinger and thumb. 

3. Knocking butt of weapon with knuckles. 

4. Silent whistle. 

Whistle BLASTS are often used to indicate situations, they are as 
foliows:- 

1. SHORT BLASTS = ALARM - air attack, NBC attack, etc. 

2. LONG BLASTS indicate "STAND DOWN". 


KEY TO FIELD SIGNAL ILLUSTRATIONS 


(See Illustrations on following pages) 
1. READY TO MOVE. Move hands as if cranking handle. 


2. DEPLOY. Arm extended below shoulder level, waved slowly from 
side to side, hand open. If deployment to either flank is wanted, 
commander points to flank, after completing signal. 

3. ADVANCE or FOLLOW ME. Arm swung from rear to front below 
shoulder. 

4. HALT or REST. Arm raised until the hand is level with shoulder. 
Indicate length of halt by number of fingers. Point to ‘rest area’. 

5. GO BACK er TURN ABOUT. Hand circled at hip height. 


6. CL OSE or JOIN ME. Hand placed on top of head, elbow Square to 
the right or feft, according to which hand is used. Point to RV area 
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7, DOUBLE. Clenched hand moved up/down between thigh/ shoulder. 
8. SLOW DOWN (APC). Arm extended to the side below shoulder, 
palm downwards, moved slowly up and down, wrist loose. 
9. LIE DOWN or DISMOUNT (АРС). Two or three slight movements 
with the open hand towards the ground (palm downwards). 
10. AS YOU WERE or SWITCH OFF (APC). Forearm extended 
downwards, hand open, waved across body parallel to ground. 
11. ENEMY SEEN or SUSPECTED. Thumb pointed towards ground 
from clenched fist. 
12. NO ENEMY IN SIGHT or ALL CLEAR. Thumb pointed upwards 
from clenched fist. 
13. GUN GROUP. Clenched fist raised to shoulder height. 
14. SCOUT GROUP. Clenched fist with forefinger upright. 
15. RIFLE GROUP. Victory sign- fist and second finger extended 
and open іп 'V' remainder of fist clenched. 
16. LIGHT MORTAR. Weapon held vertical. Imitate loading mortar 
rounds. 
17. LAW/MAW. Weapon placed on shoulder and held like a LAW/ 
MAW. 
18. SECTION CMDR. Two opened fingers held against arm to 
indicate Corporal s Stripes. 
19. PLATOON CMDR. Two opened fingers held on shoulder to 
indicate a Lieutenant s stars. 
20. GIVE COVERING FIRE. Weapon brought into aim. 
21.OBSTACLES. CROSSING. TRACK JUNCTION. 
Arms crossed. For water obstacle make waves. 
22. HOUSE or HUT. Hands folded in inverted 'V'; to indicate shape of 
roof. 
23. RECONNAISSANCE. Hand held to eye, as though using eye 
glass. 

QA. ATTACK. К chopping movement with edge of hand in direction 


attack is required. 
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25. MOVEUP. Fingers spread, arms swung slowly in direction 
movement is required. 


26. FORM AMBUSH. Hand placed over face, followed by pointing to 
place of ambush. 


27. FREEZE AND LISTEN. Hand cupped to ear. 

28. ‘0’ GROUP. Fingers together, moved in conjunction with thumb 
to indicate person talking. 

29 RIGHT or LEFT FLANKING. A curved sweeping movement of 
the arm in direction concerned. 

30. FIRE & MANOEUVRE. One hand used in a rolling forward action 
in front of the body. 

31. SPACE OUT. Palm of hands held against weapon and moved 
away several times. 

32. SINGLE FILE. One arm fully extended above head. 

33. STAGGERED FILE. Both arms fully extended above head. 

34. ARROWHEAD. Both arms forced backwards or forwards at a 
angle of 800 mils, depending whether arrow is to the back or forward. 
SPEARHEAD. As for arrowhead plus indicating Gun Group to move 
in at rear. 

35. DIAMOND. Arms raised above the head with arms slightly bent 
so that hands touch to form diamond shape. 

36. EXTENDED LINE. Arms raised to the side level with the ground, 
indicate flank and which group is to go. 
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THE BEST WAY TO LEARN FIELD SIGNALS 
IS TO USE AND PRACTICE THEM ON 
EVERY POSSIBLE OCCASION 


SECTION FORMATIONS. 


As a member of a rifle section you move as part of your Section. How 
you move depends on six factors. 

The country you are crossing. 

The likely direction of enemy fire. 

How far you can see. 

How the Section can best be controlled. 

Need to produce maximum fire effect. 

Who controls the air space. 

YOU MAY MOVE IN;- 


SINGLE FILE 


+” This is good for - moving 
along hedges or at the 
edges of woods. Good 
control - especially at night. 
Makes a good target for enemy. 
Firing to the front is restricted. 
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FILE 


This is good for - 
control of 

movement, ,movement 
at night, 
But - Makes a дооа-“ 
target for enemy fire. 


ARROWHEAD 


This is good for - Moving across open country. Producing effective 
fire against enemy frontal attack. But - difficult to control particularly 
when engaged by flanking fire. 


DIAMOND Formation only used when 


crossing open country at 
Г night. Easy to control, has all 
“round observation and 
& protection, each person can 
' see next, the Section 
Commander can be at the 
front or in the middle. 
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EXTENDED LINE 


EXTENDED LINE 
- this is good formation for - 
an assault on enemy positions, 
but difficult to control movement. 


REMEMBER 

When moving in Section Formatlon:- 

Watch your section commander for hand signals. 

Keep in contact with members of the section on each side of you 
= but not too close. 

Keep quiet and listen for commands and anticipatory orders. 
Keep In correct position for formation. 

Be observant. 

Be ready to change to new section formation. 


DO YOU KNOW Ait YOUR FIELD SIGNALS ? 
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CHOOSING A ROUTE. 


TT 


If you are to move across country check in advance exactly where 
to make for - a given map reference. Check the map and any other 
information you can find out, then decide on the best route, taking 
the following into consideration. 

PLANNING -You must plan your route in advance, using maps, air 
photos, sketches and information from previous patrols or recces. 
Consider alternative routes or diversions that may have to be made.. 
You must move in bounds , ‘legs’ or stages (all meaning the same 
thing) from one observation point to another. Check and re-check 
your direction and navigation all the time. 

Use and trust your compass. 

Keep in cover, you must see but not be seen. 

If you have to take a chance choose a route which offers the risks 
early in your approach rather than later on, since you will have less 
chance of being seen. 

The best route will have good OP's with a covered line of approach. 
Don t go blindly on towards the enemy. 

Look out for likely ambush sites. 

Look for good fire positions and cover from view - you may need 
them. 

Not to have impassible obstacles en route, such as marsh land, 
open ground or ravines to cross. 

Record the route on a Route Cards, each leg - distances, bearings, 
reference points for outward and reverse journey. 
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PACING 


Pacing is necessary because you must always know how exactly far 
you have gone when counting a number of your own paces . 

You should know your Pacing Scale , over different types of ground 
conditions, IE tarmac roads or tracks, grasslands, woodlands etc. 
To find your PACING SCALE, put two markers out 1 QOm apart. Walk 
the distance between them as you would on a patrol, counting the 
paces as you go. 

If it has taken you 120 paces to cover the 1 00m, then that is your 
PACING SCALE. 

It follows, to use this scale if you were on a patrol and had to go a 
distance of 300m, you would have to count out 360 paces. 

Under some conditions you can use a specific length of string, tying 
knots at every 120 paces. Having used the length of string, un-tie the 
knots and repeat the process on the next leg of your route. 

It is always advisable to have a CHECK PACER, remembering to 
check that your PACING SCALE is the same by day and night. 


NAVIGATION 


This is the art of moving from one place to another and consists of 

three important stages that MUST be carried out if you are to be 

successful, they are as follows:- 

1. PLANNING. 

2. KEEPING DIRECTION. 

3. GOOD PACING. 

PLANNING - Cannot over emphasised - you must plan your route in 

advance, using maps, air photos, sketches and information from 

previous patrols or recces. 

KEEPING DIRECTION - Always take several compasses and as 

many pacers , Ensure that someone else checks your navigation, at 

both the planning stage and while you are executing the movement. 

It is often hard to keep direction, especially at night, in fog or in close 

country. 

When үр пачау to make a detour to avoid an abstacie or seek 
cover, itis easy for those leading to miss the correct fin 
advance. Check ALL your compasses for thelr Lc & xd 
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AIDS TO KEEPING DIRECTION. 


Some of the aids to keeping direction are:- 

a. The compass, map and air photographs. 

b. A rough sketch copied from a map or air photograph. 

c. Keeping two prominent objects in view. 

d. Using a series of easily recognisable landmarks, each visible from 
the previous one. 

e. The stars and also the sun and moon if their natural movement in the 
sky is understood. 

f. Memorizing the route from a map or air photograph. Helpful details 
are the direction of streams, distances between recognisable 
features coupled with pacing, and the course of contours. 

g. Trees in exposed country tend to grow away from the direction of the 
prevailing wind. Moss may grow on the leeward side of tree trunks. 

h. Remembering the back view, patrols and others who may have to 
find their way back should look behind them from time to time and 
pick up landmarks to remember for the return journey. 

j. Leaving directions marks on the outward journey, these may be 
pegs, small heaps of stones. 

k. If the route is being walked by day by those who are to guide along it 
by night, they must take note of skylines and objects or features 
which they will be able to recognize in the dark. 

SELECTING LINES OF ADVANCE. 


GENERAL DIRECTION OF 


FIELDCRAFT 
4emember the key word- GROUND 


Q — Ground fromthe map. Open/close., Rolling/flat. 


Ridges, water courses and watersheds(highest) mark on 
map or talc. 


Observation good view points. 


Undergrowth - study woods, scrub, trees, villages. 


Non Passable obstacles, rivers, ravines, marshland 


o z со mJ 


Defilade covered lines of advance and areas which 
offer cover can now be selected. 


OBSERVATION — SEARCHING GROUND 


The skill of searching ground is based upon learning to scan an 
area using an accepted system. 

It will test your concentration and exercise your knowledge of why 
things are seen and the principles of Camouflage and Concealment. 
In the diagram on the next page, we have - for the purpose of 
illustrating to you — drawn lines across the landscape. 


4 > e 166, An 
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In practice you would m prominent features, landmarks, roads 
ete., and draw your imaginary lines across the landscape through 
these reference points. 
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Scanning. 

inthe diagram on the previous page, the landscape is dividedinto 
FOREGROUND, MIDDLE DISTANCE and DISTANCE. You can 
further divide this by indicating a centre line (again based on 
reference points), calling left of the line LEFT OF ARC, and right of 
the line RIGHT OF ARC as shown in the illustration. 

Having divided the landscape, the correct method is to scan each 
area horizontally (left to right or right to left). 

View the area in short overlapping movements in a very precise 
manner, especially any features that are at an angle from your 
position. 

Searching 

While scanning you may see something move or that requires further 
investigation. There may be an area where you may come under 
observation from, it would be as well to check that out early. 
Weather conditions can give you a clue when searching, frost on 
bushes, foot marks will show up clearly, if the weather is hot 
camouflaged positions can be given away when leaves or grass dry 
off changing colour. 

Search across hedges and rows of trees, NOT along them. At all 
times consider WHY THINGS ARE SEEN. 
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PATROLS 

There are three reasons for patrolling: 
1. To obtain up-to-date and accurate information. 
2. To dominate the ground between a commanders own unit and that 

of the enemy. 
3. To destroy and disrupt enemy forces. 
Successful patrolling calls for a high standard of individual training, 
good team work, initiative and determination on the part of the patrol 
leader, Patrolling enables the defence to be conducted in an 
aggressive manner. 


The foundation of successful patrolling is through preparation. 
TYPES OF PATROL. 

All Patrols fall into one of three types as set out in the following 
pages. 

Reconnaissance Patrols 

Patrols of minimum strength for task, usually a Patrol Commander 


and three to five soldiers, who gain information by observation and 
operate by stealth. 


They avoidcombat except for self-protection or to take advantage 
of unusual opportunities. 
The roles in which a reconnaissance patrol may be employed 
include:- 
1. Collecting topographical information on features, tracks and state 
of ground. 
2. Obtaining details of minefields and the extent of enemy positions. 
3. Locating enemy machine gun and defensive fire (DF) areas, where 
fire is immediately directed on call in case of emergency. 
4. Investigating noises made by the enemy, habits, equipment, 
movement and patrol routes. 
5. Checking own wire and/or minefields at first or last light. 
6. Acting as listening posts, to give early warning of enemy approach 
and with the ability to call down fire. 
7. carrying out surveys for radioactive or chemical contamination by 
fallout or chemical attack in the area. 


"TIME SPENT IN RECONNAISSANCE 15 
SELD 
WASTED” = 
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Standing Patrois 

Minimum strengthtNCO and 3 men, to gain information of enemy 

movement, to prevent or disrupt enemy infiltration. 

They move into position quietly + try to remain hidden - gain 

information until required to withdraw or if discovered, fight their 

way out. They must have good communications to enable them to 

call for supporting fire from mortars, artillery etc. 

Equipment should include LSW's and LAW. 

Their main tasks are ї0;- 

1. Watch and listen on likely enemy approaches. 

2. Watch over dead ground in front of and between friendly areas. 

3. Watch over mine fields and obstacles, for which they should have 
good communications, so that they can inform the main body. 

4. Prevent infiltration into unoccupied hides or positions. 

5. Secure and mark up the Forming Up Point and Start Lines for a 
night attack. 

Fighting Patrols 

These are patrols organised for a particular task with sufficient 

strength and backup to achieve the mission. Their role is to harass, 

ambush, attack or to create a diversion. The strength can vary 

according to the task to be performed and the expected combat 

level: 

1. Denying enemy patrols freedom of action in No Man s Land. 

2. Driving in enemy protective patrols 

3. Interfering with enemy working parties. 

4. Distracting enemy attention from other activities. 

5. Carrying out raids. 

6. Capturing prisoners for identification purposes. 

7. Tank hunting. 

8. Laying ambushes. 

9. Protecting reconnaissance and working parties of other arms, 

10. Escorting stretcher parties. 
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SEQUENCE OF ACTION TO MOUNT CARRY OUT AND 
DEBRIEF A PATROL. 


The success of a patrol depends on good planning beforehand as 
well as good action during the actual patrol. Compliance with the 
following by the Patrol Commander ensures that nothing is 
forgotten. 


PATROL COMMANDER 

Issues a warning order to include brief outline of patrol task, 
members of patrol including second-in-command, time and place 
for briefing and any special administrative arrangements including 
weapons and equipment. 

Normally dress and equipment should be as light as possible but 
must include water and emergency rations in case the patrol is cut 
off and has to lie up for a period before returning to base. 

Studies Air Photos, Maps, previous Patrol Reports and sketches. 
Selects observation posts for his recce. 


RECCE 


Carries out recce from OP's during which they look for: 
. Routes to and from objective (to be different). 
. Obstacles on route out and back. 
. Landmarks. 
Enemy OP's, listening posts and surveillance devices. 
. Dead ground and covered lines of approach. 
. Likely places for ambush + by us or by enemy. 
. Enemy positions, DF areas and fixed lines of fire. 
. Consider light, time, weather conditions, moon, etc. 
Makes his Appreciation and Plan, keeping them as simple as 
possible. 
DRAWS A FIELD SKETCH showing distances (in paces), bearings 
and timings of bounds. RV's and FRV. Nicknames and Code Words 
PREPARES MODEL of the area for briefing the patrol. 
Prepares Patrol Orders and plans Rehearsal. 


соч о пл о № 
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BRIEFS THE PATROL 


By showing members the ground from an OP (individually if 
necessary) and points out minefield lanes, gaps in wire etc., 
Gives out his orders: 

With aid of a cloth/sand model of ground, under following 

headings:- 

1. GROUND. 

Describes, inci, landmarks, obstacles, and going. Use OP's, maps, 
air photos, models, etc. 

2. SITUATION 

a. Enemy Forces. FEBA,pt activity, routine, sentries, DF, FPF, 
minefields, wire, trip flares, fixed lines. 

b. Friendly Forces. Own positions, other ptls, fire support available, 
minefields, wire, trip flares, fixed lines. DF, FPF, stand by ptl. 

3. MISSION. 

To Recce, Fighting - definite task. 

4. EXECUTION Phase 1. General Outline. 

a. Number of phases - route, action on objective, return. 

b. Who taking part - appointments and position in the patrol. 

c. Prep Moves - Drop Off Point. Time leaving rehearsal/base area. 
Method of move. Loading Plan. Route to and ref of DOP. Arcs of 
obsn/fire. Order of March (OOM). 

d. Action if Ambushed. Action at DOP. Time out. Confirmation or 
orders/detail. 

Phase 2. Route Out, to final RV (FRV). 

Fmn. Obs drills/action on mines/trip wires/booby traps. Actions on: PW. 

Cas. If separated from ptl. If lost. 

Confirm FRV ref. 


Ground 


Phase 3. Action in final RV. 

On arrival: 

(1) Occupation. Move in. Secure. Fmns, position of grps, sig for FRV. 

(2) Recce Group - Composition, Tasks. Route. OOM, fmns, arcs. 
Action on ambush, sig to open fire. Action if FRV gp loc by en. 

(3) Remainder - Composition, Tasks, Arcs, Actions - on en pre-seen 
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or ambush, sig to open fire, if гессе gp loc by en, on return of recce 
gp or if fails to return. Confirmation or orders/info. 
Phase 4. Action on Objective 


(1) Cover/Fire Gp. Composition, Fmn, posn, routes, tasks, arcs, 
action if en act first, duration on SP's,Sigs for opening fire. Action if 
separated from group. 

(2) Recce/Assist/Snatch. Composition, fmn, task, posn, routes, action 
on recce/asslt/snatch, sigs for sp fire. Action if surprised, sig net, 
wire, illumination. 


Phase 5. Withdrawal and action in final RV. 


Sig to маг. OOM sequence of gp маг, arcs, fmns. Action and posns 
in FRV -pack kit etc. Head check and sig to move out. Actions: if in 

contact, PW's, if gp fails to return, if FRV gp has moved, if surprised 
in FRV. Pass on info sketches etc. Confirmation of orders/info. 


Phase 6. Route Back 


Route. Fmns. RV's. Obs. Actions; en pre-seen, ambush, sig to open 
fire, cas, if lost, if separated. Action on arr at pick up point (PUP). 
Time in. Confirm orders/info. 

Coordinating Instructions 

Timings. Meals, rest, rehearsals (daylni), weapons test, inspections, 

time in/out constraints. Debrief. Action on halts, lights. Fireplan. 

Rehearsals loc and details. Deception and security. 

Summary of execution. 

1) Summary of Timings - Rehearsals, prep of eqpt, inspection, rest, 
meals test wpns, night rehearsals, final check time out, time in. 
RV's and refs. 

(2) Action on white Lts 

(3) Action on Halts - for obsn/protection. 

(4) Action to take on Meeting En її-- Pre-seen or Ambushed 


On the Route Out.......... On the Route In.......... 
(5) Action on Cas 
On Route Out ,....... Опой]......... Оп the Route In........ 


(6) Action on crossing Obs 
(7) Action with PW 
(8) Rehearsals 
(9) Lost procedure 
(10) Action on Mines 
(71) Distr on Ni Vis Aids 
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5. SERVICE SUPPORT 


Ammo. Feeding. Dress and Eqpt. Special Eqpt - Toggle ropes, wire 
cutters, IWS/Suit, radio spares, etc. Wpns type and distribution. 
Rats, meals before during and after, water. Med, Fd dressings, 
stretcher, med pack, morphine, casevac method. PW handing on/ 
after capture. Tpt to DOP/from PUP. Confirm orders/info. 


6. COMMAND AND SIGNAL 


Chain of command 1 i/c, 2i/c and 3i/c and conditions for taking over 
cmd. Location of ptl comd, Sigs, radio, radio checks, other sigs. 
Password. Use of Radio and restrictions. De-briefing location, who 
doing. Patrol report. Special instrs on reporting Info. 

Rehearsals 

Carries out daylight or night rehearsals which must include: 

a. Moving out and returning through own FEBAS, 

Patrol Commander goes forward to contact the sentry. Normal 
challenging procedure follows. 

b. Formations and drill for changing formations. 

One or more of the three formations - single file, file or diamond 
- is adopted during a patrol depending on ground and visibility. 

c. Use of Scouts. Move by bounds ahead and are followed by the 
Command Group (Patrol Commander, Radio Operator and his 
protector). 

d. Movement. Every member is allotted his specific task, movement 
must be silent, frequent halts to observe and listen, when 
approaching the enemy position and also at night. When halted 
sink down to the ground level, avoiding a jerky movement, and 
make use of the skyline. Make use of the previously prepared 
signal to move - a silent touch signal - to ensure that no-one is 
left behind. 

e. Action on objective. Nearby RV. This is an RV to which the patrol 
goes after completing the task, it must be easy to find and 
indicated to all members of the patrol during the approach to the 
objective. 

f. Firm Base. If a patrol has to move a long way it may leave a party 
between its own and the enemy position, this forms a "firm base 
from which remainder of patrol carries out main task and to return 


afterwards. On arriving near the objective, the Patrol Commander 
will:- 
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(1) Search the area, especially the RV or Firm Base for unexpected 

enemy. 

(2) Make a brief Recce, Appreciation and Plan, brief the patrol 
members concerned 

g. Action on Lights. If time allows get away - otherwise, freeze, 
close one eye to preserve night vision. If a trip flare move from 
area quickly as possible, get down and observe. 

h. Encounter drill. 

Action will depend on the task and circumstances. It may be 
desirable to avoid action and move away as quickly as possible. If 
this is impossible an immediate assault is the alternative. 

If ambushed, scatter and move individually to previously arranged RV. 

1. Crossing Obstacles 

(1) On encountering an obstacle, Commander goes forward to recce it, 
decides whether to cross or go round. 

2) Requirements of obstacle crossing drill are:- 

a) Silent movement. 

b) Posting a man to guide others over. 

(c) At all times at least one man ready to fire his weapon or throw a 
grenade if the patrol is surprised. 

k. Casualty Evacuation 

(1) All casualties must be brought back. 

(2) Improvise a stretcher. 

(3) If on the way out, the patrol may have to pick up the casualty on 
its return or summon help. 

Prisoners 

(1) If a fighting patrol takes a prisoner they must be brought back 
alive whether or not this was the task of the patrol. - prisoners are 
valuable sources of information. 

(2) If a prisoner cannot be taken with the patrol, they may be put 
under guard and collected later either by the same patrol or by 
another one detailed or summoned by radio for this purpose. 

Carries out Final Inspection 

a. Dress and equipment light as possible, but include emergency 
rations and water. К : 5 

b. Dress and equipment to be properly fitted and silent. Jumping up 
and down Will show whether it is satisfactory, 


c. No documents will be taken which can afford useful information tg 
the enemy if captured. 


( 
( 
( 
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LEADS PATROL OUT THROUGH FEBA. 


a. Navigation. Previous study of air photos and maps etc. use of 
landmarks. By compass bearing and counting paces -especially at 
night. Legs to be measured to the nearest 50 paces from map. If 
the patrol becomes dispersed, RV at the end of the previous leg. 
Avoid prominent cover, e.g. edges of woods, tracks, hedges, 
defiles - likely places for enemy ambushes or standing patrols. 

b. Fire Support. Pre arranged or called for by radio - 

(1) To distract enemy. 

(2) For support on objective. 

(3) To help the patrol extricate itself in emergency. 


DEBRIEFED ON RETURN. 


Verbal report followed by a written report. 

On the next page is shown the layout of a Patrol Report. 

This is produced as guidelines for you to use when preparing a 
report, and includes many of the factors that should be taken into 
consideration. 

This serves as a reminder of the vast amount of valuable 
information and activities that a Patrol Commander is expected to 
deal with. 

This is a standard format use as a Patrol Report and you would be 
well advised to study it in readiness for when you have to do a 
report. 


AMBUSHES 


INTRODUCTION 


Ambushes are usually carried out as a part of patrolling activity. It 
requires close team work, skill, intelligence, fitness, cunning and 
discipline. 

An ambush is a surprise attack, by a force lying in wait, upon a moving 
or temporarily halted enemy. It is usually a brief encounter, conducted 
at comparatively close quarters. 

When well prepared and executed it can cause heavy causalities 
and serious loss of morale amongst the enemy; however poor 
planning, preparation and execution may result in failure, and 
serious losses to the ambush party. 
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PATROL REPORT 


Date _____._.. Destination of Patrol 
Aim 

Maps 

Size and composition of Patrol 
Task 


Time of DepartureTime of Return 

Routes (Out and Back) 

Terrain - (Description of the terrain - dry, swampy, jungle, 
thickly wooded, high brush, rocky.Depth/width of ravines, 
rivers/streams/canals.Width/ depth and condition of bridges as 
to type, size and strength, effect on armour and wheeled 
vehicles .) 

Enemy - (Strength, disposition, condition of defences, 
equipment, weapons, attitude, morale, exact location, 
movements and any shift in dispositions. Time activity was 
observed, coordinates where activity occurred.) 


Conditions of Patrol - (including disposition of any casualties) 
Conclusions and Recommendations = (including to what 
extent the mission was accomplished and recommendations as 
to patrol equipment and tactics) 


Date Time hrs 


Signature of Patrol Commander 


ADDITIONAL REMARKS BY INTERROGATOR 


Date Time hrs Signature. 
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TYPES OF AMBUSH 


a. DELIBERATE - With time to plan İN advance, may be ona large 
scale. 

b. IMMEDIATE - In response to hot information, to contact the 
enemy, with no time for recce. 


AMBUSH SITES 


The best places for an ambush site include:- 

a. Known enemy routes. 

b. Known admin/supply/water points, food or ammo dumps, 
approaches to villages. 

c. Where the terrain changes - edge of woods or forest, where a 
valley has steep sides. Where a river crossing is shallow etc. 

d. Approaches to own bases or positions, also on route out of your 
own positions + if enemy follows you back. 

e. Possible routes of enemy withdrawal after an attack. 


PRINCIPLES OF AMBUSH 

a. Good intelligence to ensure contact and success. Surveillance 

devices 

b. Thorough planning and preparation, planned Recce, ambush well 

rehearsed. 

c. Security - careful Recce - not to betray ambush site. Be prepared 
for an attack on yourselves. 

d. Concealment - good track discipline, no signs of your 
whereabouts, good camouflage and concealment. 

e. Good control and communications = all know the plan in detail, 
signals, plan for springing ambush. Must be kept simple, and 
thoroughly rehearsed. 

. Battle Discipline -ambush only successful if everyone alert, no 
noise, restricted movement, fast reaction to signals, weapons 
always ready to fire. 

g. Fire Power - maximum use of all available fire power,. Hit en 

outside the killing area. Disrupt any counter attack. Harass the en 

in flight. Assist ambush party to withdraw. 

Safety - all weapons in made safe state while on the move. No 

firing at individuals - even when minimum distance of 50 metres 

between muzzle and the enemy. 


—- 


=; 


171 


FIELDCRAFT 


THE DELIBERATE AMBUSH 

The ambush parties are subdivided into smaller groups, each with 

their own leaders. Normally the groups are as follows:- 

а. THE AMBUSH GROUP - covers the chosen place for the ambush 
and springs the ambush. Group contains Ambush Commander and 
the Fire Team(s). Four men to ambush a section. A Section and 
Platoon HQ to ambush a Platoon. 

b. CUTOFF/STOP GROUPS - serve to give warning of enemy 
approach, cut off their lines of retreat or help to take care of a 
counter attack from a flank. For a section ambush the group would 
consist of two men. A platoon ambush would be a section strength. 

PLANNING - prior to occupying an ambush position the following 

sequence of planning events must be carried out:- 


Recce. Issue preliminary orders in the base camp. Preparation and 
rehearsals in the base camp. 


Move to the ambush area. 

Final Recce by Amb Cmdr and Cut Off Grp Cmdr s. 

Amb Cmdr issues final orders if required. 

Occupy ambush position. 

RECCE - Amb Cmdr should - if possible - carry out recce of amb 

site before giving orders. He may be limited to air photographs, 

maps, patrol reports or sketches made. Must try to put himself in 

enemy position/point of view, he must select/confirm:- 

a. Ambush area, positions of the Ambush Group and cut off Groups, 
detailed siting of FIRE TEAM(s), booby traps, trip flares etc. 

b. Check positions for each group for: concealment, approach routes, 
good fields of view and fire and of the enemy approach route. 

c. The withdrawal routes for all groups. 

d. The final RV, and routes to and from it. 


ORDERS, PREPARATION, REHEARSALS & MOVE OUT. 
ORDERS - Like all Patrols the information given and the quality of 
the orders must be very thorough and detailed, using a model of the 
area and leaving sufficient time for preparation and rehearsals. 

The orders for an ambush follow the same sequence and detail 
as Patrol Orders, but need to have extra details under the 
‘EXECUTION’ phase, as follow:- 
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ACTION ON ARRIVAL AT FINAL RV/FIRM BASE 


Entry order of march. Positions and arcs of fire - describe these, 
also cover in rehearsals. Sentries if necessary. Action if surprised. 
Action if recce party does not return within... minutes. Confirmation 
of orders, timing, refs, RV's etc. 
ACTION IN AMBUSH AREA 
Order of march. Method of entry. Positions. Laying of 
communication cord. Arcs to be covered. 
Sig for Ambush Set. Time ambush to be set by..... hrs. 
ACTION ON APPROACH OF ENEMY - 
Warning signal from Cut Off Groups. Signal to stop. Search party if 
required. 
WITHDRAWAL TO RV/FIRM BASE - Signal for withdrawal. Order of 
march. Action at final RV/Firm Base - reorg, check numbers, 
weapons, redistribute ammo, prepare to move out. 
Thorough preparation is essential for success and should include 
the following:- 
Cleaning and testing of all weapons. Testing and checking special 
equipment, ropes, night viewing aids, boats or rafts, safety and 
medics. Radios and spare batteries. Camouflage of clothing and 
equipment. 
REHEARSAL - If for a night ambush, then rehearsals should be 
held in the daytime and also at night. They must:— 
Show where each group and those who are within them are in 
relation to each other. Test signals/communications. Cover alerting, 
and springing of the ambush. 
Practice withdrawal to Firm Base/Final RV. 
MOVE TO AMBUSH AREA - Ambush party move to the Final RV/ 
Firm Base and take up defensive position and wait for the Amb 
Cmdr and the Cut Off Grp Cmdrs to do their final recce. 
FINAL ORDERS Only need for confirmation or last minute changes 
that need to be made as a result of the final recce. This could be 
more likely and important by night than day and could include:- 
a. Description of the ambush area, enemy approaches and counter 
attack routes. 
b. Individual tasks if they vary from rehearsals. 
OCCUPATION SEQUENCE 
Having completed his recce and returned from any Final Orders 
briefing, Ambush Cmdr will remain on the position, sending Cut Off 
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Group Cmars back for remainder of party. If a platoon operation, 
sentries would be taken forward, posted and remain in position 
throughout the move to the ambush area. 

Cut Off Group followed by Killing Group move into position, Ambush 
Cmdr places himself in central position for control and near to the 
FIRE TEAM(s) 

SETTING UP AMBUSH + Once all groups in position, Cut Off Group 
start laying communications cord/cable to Ambush Cmdr. Set up trip 
flares, booby traps etc. 

AMBUSH SET - When Ambush Cmdr receives signal from all 
groups that everyone in position, gives the Ambush Set signal. 
After this signal no one leaves their position, Care taken to make no 
movement or noise. Get into a comfortable position for the time you 
are waiting for the ambush to be sprung. 

SPRINGING THE AMBUSH - On sighting the enemy, Cut Off Group 
alerts Ambush Cmdr of their approach and direction using 
communication cord, alerts remainder of the force. All prepare for 
ambush, carefully moving into aim . 

Ambush Cmdr waits until as many as possible of enemy are in 
ambush area. Gives signal for springing ambush. 

This signal usually a burst of fire from the FIRE TEAM(s), a shot 
from commanders weapon or setting off a trip flare. 

It is NEVER the commander shouting ‘FIRE’. 

AFTER SPRINGING AMBUSH THE FIREIGHT - short and sharp. 
Cmdr gives ‘STOP’ or CEASE FIRE’. Pause while all check for: 
movement of enemy survivors. Enemy counter attack. Enemy 
moving back to collect casualties, thinking ambush has withdrawn. 
WITHORAWAL - On receiving withdrawal signal, all groups 
withdraw to Final RV, in order as rehearsed. Minimum time spent 
there, check all present, check no enemy follow up, recall sentries 
and move off by return route. 
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When a Platoon is on the move each member must always be on the 
alert ready to react to enemy action. Fast reaction under these 
circumstances will prevent casualties. 

When moving in an area where the enemy has not been located it may 
be advisable to use ‘scouts’ to move ahead and on the flanks. Their 
use does slow down progress and if speed is essential then they may 
not be used, instead every member of the Platoon is responsible for 
their allotted arc of observation. 


AIM OF SCOUTS 

To detect the enemy well in advance of their platoon or sub unit. They 

must remain unseen by stealth, by drawing fire either deliberately or as 

a deception. 

They may often find gaps in enemy positions for their platoon or sub 

unit to pass hostile positions. 

Scouts work in pairs and move in ‘bounds’. A bound is deemed to be 

from one selected point to another, which should have a good view of 

the view ahead and from which the scout can signal his section. 

As each place for the next bound is selected, one of the scouts selects 

the route and moves rapidly towards it, while the other observes and 

covers him. 

When the first scout reaches the bound, the other one is signalled 

forward. The process is them repeated. 

The reason for this ‘drill’ is: 

1. The second scout is available to cover the advance of the first and 
help them if surprised by the enemy. 

2. If the leading scout gets into trouble, the other can inform the section 
early enough for action to be taken. 

The control of scouts and their ability to communicate with the section 

will depend upon the nature of the ground/country. They should not 

move too far ahead and as a result lose contact. 

The success of scouts is the good measure of early warning they are 

able to give their section commander of the enemy's presence and 

reliable information about them. 


"Scouts move in bounds - always keeping 
one foot on the ground" 
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EMERGENCY ALARMS 

When operating on an exercise IT!S more than likely you will be 
subjected to a surprise attack of one type or another. Units have their 
Emergency Alarms set up and practice them in order to cope with 
these situations. Some examples of these are given below:- 
ALARM SIGNALS 
1. GROUND ATTACK 
a. Visual. Personal weapon raised above the head at the full extent of 

the arm pointing toward the enemy ORa clenched fist, with the 
thumb down and the arm pointing toward the enemy. 
Sound. Shout STAND TO 
AIR ATTACK 


Visual. Rapid crossing of the arms above the head. 
Sound. 


. Long blasts of whistle/horn, 12 secs, 

. Shout "AIR ATTACK" 

. NBC ATTACK 

. Visual. Putting on of respirators and drawing attention to this. 

. Sound. 

1. Banging two metal objects together. 

. Short horn blasts of 3 secs. 

. Shouting. GAS GAS GAS (with respirator on). 

Your unit will have their own Standard Operational Procedures 
SOP's that will cover these and many other procedures and no 

doubt practice you in their use and application 


b 
2 
a 
b 
1 
2 
3 
a 
b 
2 
3 


PASSWORDS and CHALLENGING. 
Passwords consist of a challenge bigram and an answer bigram eg 
A W~ DE and are changed daily at 1200 hrs. If it is suspected that the 
Password has been compromised the local commander must be 
infotmed |. immediate/ y. ETT 
You should remember that passwords are only an indication of identify, 
Other methods of confirming identity are, 
RECOGNITION, ID CARDS. a, 
: » QUESTIONING 
CHA ^ 
LLENGING PROCEDURES 


176 


EMERGENCY ALARMS 


Challenging must be done early enough to be effective, firmly and 

if possible quietly. 

The sentries actions аге: 

a. Alert Local Commander. 

b."HALT HANDS UP" Given as quietly as possible but do not let 
unknown man get too close. 

c. "ADVANCE ONE” If faced with a group. 

d. “HALT” 

e. CHALLENGE Quietly and ONLY if person is not recognised. 

f. “ADVANCE (one)” First man gives number of men in group. 

Then call fwd remainder, all at once or one by one. 


ROUTINE IN THE FIELD. 


INTRODUCTION 

It is easily forgotten that in times of war and on exercise that a number 
of activities still need to be attended to each day. These are routines 
which must be carried out no matter where or when a unit is in the field. 
Routines apply to all parts of a unit whether in defence, in hides or in 
patrol bases. They must be followed and should become a drill. 

Not all aspects will always apply, but those that do should be strictly 
adheredto. 

The routine MUST happen, though WHEN is not important, as this 
will be determined by operational requirements. A unit will normally be 
divided into half-sections for this purpose. The following notes are 
typical examples of Routine in the Field. 


MORNING 
Reveille - Usually at least half an hour before first light. Strike shelters, 
if erected. Pack sleeping bags. Renew camm or alter for day use. 
Stand-to: Usually lasts about half an hour. 
1.All personnel present, alert and correctly equipped. 
2. All occupy fire positions and man weapons. 
^4, Amena to scale and available. | 
& WA Cote check on tane catdsiacs oi firelpasew 
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ROUTINES IN THE FIELD 


7. Surveillance devices checked. 
8. Camouflage. 
9. Dress and Equipment, including state of NBC kit. 
There must be NO undue movement above ground in the area during 
‘stand-to’. 
StandDownsilentty on order; Clearing patrols sent out. GPMGs 
manned by sentries. 2i/c posts single sentry(ies). Change to day 
routine. Position and pers cam renewed/adjusted. Track discipline 
maintained. Sick report. Clearing patrols report in to CP. 
Weapons and Ammo cleaned; Cleaning staggered for security. 
Inspections of weapons and ammo by PI Sgt. Defects and deficiencies 
reported. 
Personal Hygiene: Shaving and washing. Cleaning boots. Skin and 
foot inspection by Pl Comd. Clean teeth. Comb hair. Visit latrine. 
Treatment of cuts etc. Re-apply cam. 
Water Discipline: Fil) water bottles with filtered water. Sterilize all 
water. Breakfast; May be cooked centrally and delivered to posns. 
Cooked under section arrangements. Cooked by the individual. 
Utensils cleaned & stored. 
Digging: Improve trenches, shelters, hides, communication routes, 
latines etc. Improve general defences. 
Check clothing and equipment: All necessary eqpt laid out for 
instant use. Clothes mended. Boots inspected. Defects in eqpt 
reported. ORDERS ; Briefing on days activity. Patrol requirements. 
Rehearsals Recce. Rosters duties. Rest and work roster org. Midday 
meal.Further activities: Patrols. Recces. Rehearsals. 
Concurrent activities; Improvements to fire trenches, cam, wiring, fields 
of fire etc. Rest, particularly for patrol members. 
AFTERNOON:Re-clean weapons. Check equipment:- Patrol 
equipment Radio webbing carriers. Batteries. Ammo. Evening meal. 
Night preparation: Shelters erected, if permissible, Re-supply of 


water. Renew or alter cam for night. Night orders issued: Check 
everyone knows arcs of fire. Defan , 


sive fire details Position of, 


posts. Returning patrol details Check (уол. 7, Aslen 

^ e 9 
f Surveillance and Target Acquisition PE y ene knows the S АР 
Listening Posts Ро, ал). 


ated. Stand-Fo: 
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All members wear eqpt and man fire positions. Clearing patrols sent 
out. Clearing patrols report in. Change from day to night routine. 
NIGHT: Stand-downsilentl yon order. Double sentriespostedinthe 
GPMG pit. No movement within perimeter except; Раігоіѕ. Routine 
post changes. When sleeping is possible; Troops must be fully clothed. 
Equipment should be handy. Weapons must be secure and handy, 
Sleeping bags should be under cover. 

EQUIPMENT PACKED: AT ALL TIMES equipment not in use must be 
packed READY TO MOVE in an emergency, to prevent it being lost or 
left behind. . 


ARTILLERY AND MORTAR INDICATION 


INTRODUCTION 

FOOs and MFCs (Forward Observation Officer (Artillery) and Mortar 
Fire Controllers) may not always be attached to those units which 
require artillery support. Platoon and Section Commanders should be 
able to call for, and direct, their own fire missions. 

Communications with Guns and Mortars 

There are various methods of communicating with the guns and 
mortars. If frequencies of nets are known then the following will often 
be available for use in an emergency. 

Company net. Artillery net. Mortar net. Battalion Command net. 


INITIAL ORDERS & SEQUENCE ОЕ ORDERS 
The Cardinal Rule is:- 
ALWAYS WRITE DOWN AFIRE ORDER BEFORE SENDING IT" 
NEVER THINK ONTHE AIR", 
PROCEDURE 
1."Fire Mission" (this is a warning order and sent as a separat 
"991 \ е 
transmission} А the net isnormally kept open by using" a errand not 
Out" at the end of their acknowledgement. This is followed by: 
2. Where ig, A, GRID reference e.g., “Grid 456789. Reference сап ре 
qenta previous targat. 
^y The direcion of bom ч, ш 
А HC 
lapecty GAD at Mag ; асъ. : 
KD WK a COT А Wy ede al 
neared \® TRIS FAKED = TOW eg trom NO 
4. What lt is and a description: Monet 


track junction"- 


{rom your pasion" Direction \ 589" 
Ya mis Ashovld be accurate ta 


178 


ARTILLERY AND MORTAR INDICATION 


5. What is to be done: “Smoke” or “Neutralize” Remember to destroy 


a target a lot of time and ammunition may be required - you may not 
have much of either. 


6. For how long and at what time: “Now”, "For “X” minutes" or “For 
‘X minutes at 'Y' hours". 

The OP officer will acknowledge your order and will give “Wait Out" 

and will attempt to identity the target. If report confirms identity you 


have no further part to play. If the target is not identified shot willbe 
fired for adjustment of fire. 


ADJUSTING FIRE 


a. First, correct for target direction line as soon as possible, this is 
important, as until the line is approximately correct bracketing for 
range cannot start. Corrections are ordered as "LEFT or RIGHT X 

metres. (All corrections should be to the nearest 25m). 

. Second, bracketing for range, this means establishing two salvos, 
one short (minus) and the other beyond (plus) the target. When you 
are certain that the salvo is plus or minus of the target, correct by 
ordering ADD or DROP. If a round is observed during bracketing to 
hit the target order "On Target" without delay. 


FIRE FOR EFFECT 


The "On Target", means 'Produce the type of fire requested in the 
initial orders'. 


END OF MISSION 


Always report the mission complete and its results to the guns/mortars 
with, for example, "END of MISSION target destroyed" . 

A Word of Warning -unless you have specified RECORD in your 
order the guns at the "End of Mission" will not be able to re-engage the 


target without ranging again. Recorded targets can quickly be engaged 
without adjustment of fife. 


HINTS ON SHOOTING 
Direction. Measure bearin 


9s as accurately as you can with 
compass. Il in a position for some time know the à 


FIELD ARTILLERY SAFETY 


measure it with your hand. An average hand held atarms length with 
fingers spread measures 350 mils from tip of thumb to tip of [itle finger. 
Zone of Gun. Guns like machine guns have a 'beaten zone'. If guns 
are firing from a flank, you may see half of the zone. Therefore, for line 
corrections, imagine the target direction fine more as a lane. 

Double Corrections. Normally avoid combined line and range 
corrections. However, if you are experienced in shooting or if you are 
quite certain that a salvo is plus (or minus) as well as off for line, then 
use double corrections, for example "Right 100. Add 400". 

if youhave unobserved rounds do one of the following: 


1. Order "Repeat". 


FIELDCRAFT ARTILLERY SAFETY 
Operational Safety. In time of war artillery and mortars are used to 
provide fire support for attacking units. Often this fire will need to be 
fired in close support as troops are advancing. If this is the case there 
will come a time when fire needs to be nated for the setety of our OWN 
troops. The final responsibility for this operationalsafetylays firmly on 
the shoulders of the officer in command while his unit is in the assault, 
Both the FOO and the MFCs attached to the coy will work out safety 
limits and deal with operational safety in the normal course of their 
duties. 


ARTILLERY AND MORTAR MINIMUM SAFETY DISTANCES 


| Weapon Effective frontage Safe distance for tps 
| of one HE shell | In the open | 


TANK TARGET INDICATION 
INTRODUCTION 


It is a fact that the best antitank weapon is another tank and that tank 
fire can be used to great effect and accuracy by the infantry to 
destroy enemy positions. To do this however you must be able to 
indicate the enemy position to the tank crew . 

The essence of tank target indication is to get the tank commander 


looking in the right direction and give him a good and accurate target 
indication. 


SEQUENCE FOR TARGETINDICATION 
a. Attract the tank commanders attention. 

b. Get him looking in the right direction. 

c. Give the range from tank to target. 

d. Describe the target. 

е. Order, destroy, neutralize, etc. 


f. Correct fire until the tank commander sees the target. 
METHODS OF INDICATION 


a. Reference Points hasty or prearranged. 

b. Gun Barrel of tank (quickest method). 

c. Shot for reference from other tank or infantry weapon. 
1 . left/right = 3200 mils. 
2.1/2 left/right = 1600 mils. 
3. 1/4 left right = 800 mils. 

Communications with Yank Commander 

a. Personal contact. 


b. Tank telephone (rear left of hull, ensure he knows you are going to 


use it if not you might get run over). 
c. Radio. 


: bestis 
be used. be MMptactical ang, either personaj 


offe othar two must 


TANK TARGET INDICATION 


Procedure: Whatever method of Target Indication is used it must 


follow a sequence:- 

1. Attract attention ofthe tank commander - radio - personal contact - 

tank telephone. 

2. Direct tank commanders attention to target area. There are three 

ways of doing this: 

a, By Reference Points. If possible prearrange. They must be limited 
to clearly defined features which allow no confusion, to direct tank 
commanders eyes by clockface method or along physical landmarks 
on the ground. 

b. By using the Tank Gun Barrel. If reference points cannot be used, 
the gun barrel can be used as a ‘datum’ line from which a switch in 
direction can be made. The terms “quarter right”, or “half left” used to 
indicate direction of switch. Even if you cannot see the barrel, you 
can estimate the direction of it from the position of the tank turret. 

c. A Shot for Reference. If itis not possible to use either of the 
methods described above, the burst of a shell or the strike and line 
indicated by tracercan be used as a datum point from which 
corrections can be made. You must tell the tank commander which 
approximate area to watch, likewise the tank commander if firing a 
reference shot must tell the supporting infantry and to say when he 
is about to fire. 

d. Range and Description. A good estimate of the range given first 
helps the tank commander to narrow the area he must search, 
followed by an accurate description, especially if it is not an easily 
identified t&get than those that are prominent.- 

e. Executive Orders. How target is to be dealt with: “to destroy” or “to 
neutralize”. If to neutralise, you should indicate for how long or for 
what purpose, e.g., “neutralize five minutes”, or “Neutralize and 
cease on my order - am moving to right flank”. Order usually given 
by radio, but sometimes a light or visua.| signal may be pre- 
arranged. 

Correction of Tank Fire 

\tthe Tank Commander fails to engage target you give him a correction 

from the fall of tne shot or another description Ке orrections Sen are 
Worn ve postion othe on GE А А ала ar 
Veo NO SIRO wake мааке musk always be to direct tne yank 
vase woe goune. vo We arqe - speedily ans eectively. 
commander's eyes on 1o 
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SIGNALS 


INTRODUCTION 


Communications for a modern army are as important as bullets and 
petrol. Without good communications things can very quickly go 
wrong. The following notes are intended to help you with some basic 
background information which you may find useful. We do not go into 
the details of the current equipment nor speculate on the future 
methods of communications, save the fact that with the advances in 
methods and the advanced technology being experimented with, 
there is no doubt that you will be using different types of equipment 
for communication throughout your service. However we make no 
apologies for including some of the old methods of sending and 
receiving messages, but do not include smoke signals . 


SECURITY 


Specific procedures are used to communicate between radio 

users. They are designed to ensure that: 

1 .Security — every word can be heard by the enemy. 

2. Accuracy and brevity — interference causes misunderstanding. 

3. Discipline — to prevent more than one speaking at a time 

Obey the fallowing rules 

1. Keep your message as short as possible, 

2. Speak clearly without over emphasis 

3. If possible make a note or rehearse what you are going to say, DC 
NOT think on net. 

3. If it is a long message split it into bits. 

5. Encode those bits of the message which might give information to 
the enemy, grid references for instance. 

6. If you cannot get through to other stations, move, and try a 
different position for your antenna before increasing power. 


PHONETIC ALPHABET 


If communications are difficult you may need to spell a MESSAGE, in 
this case you should use the phonetic alphabet. Always precede the 
spelling with the words "9 SPELL " to give the signaller at the other 
end warning that he will need to write down the letters. 

you will need to constantly practice using the Phonetic Alphabet for it 
to become an automatic response, we stggest the you: practice when 
passing car number plates, you will soon learn. 
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PHONETIC ALPHABET 


A- Alpha B- Bravo C - Charlie D- Delta 
E- Echo F - Foxtrot G- Golf H- Hotel 
| - India J- Juliette K-Kilo L- Lima 
M- Mike N- November Q- Oscar P-Papa 
Q- Quebec  R-Romeo S- Sierra T- Tango 
U-Uniform V- Victor W - Whiskey X -XRay 


Y - Yankee z - Zulu 


e.g., The town name York would be sent as: 
“ | SPELL Yankee Oscar Romeo Kilo" 
Numbers/Figures can also be sent digit by digit in bad conditions. 
e.g. Twenty three fifty nine hours would be sent as 
" FIGURES - two, three, five, nine, hours” 


CODES 


The usual method of ensuring that the enemy does not find out what 
you are doing is through the use of codes. The most secure of these 
are known as a one time code that is, a code which is used only 
once and then discarded. The British army now uses a code of this 
type called BATCO, short for Battalion Code. It is easy to use for 
simple Grid References or long messages. See your Signals NCO for 
more details. 


APPOINTMENT TITLES 


Appointment titles were once used for all key personnel in a unit, 
however they now have been replaced by call signs except for the 
appointment title SUNRAY who is any Commander. e.g. Bde, Regt, 
Bn, Coy, Pl, Tp or Section. 

In addition the second in command is known as SUNRAY-MINOR. 
This is useful since you and the person you are talking to will know 
who you are talking about, but others will not. 


CALLSIGNS 


All radio stations on a military net have a callsign. This identifies the 
user to other users without the need to give away unit names. Always 
find out which calisign you are before уои use a radio. 
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SIMPLE VOICE PROCEDURE 


Why is Voice Procedure Necessary? 


1. Because every spoken word on a radio set can be heard by the 
enemy as well as our own troops. 


2. Because even the best radio communications may suffer, at times, 
from interference, therefore messages may be misunderstood. 

3. Because most radio systems are designed for one person to speak 
at a time, if more speak, at the same time , chaos will result. 

AIDS TO ACCURACY 

The following are at our disposal to ensure correct reception of 

messages, orders etc. 

1. Phonetic Alphabet. 

2. Prowords. 

Both of these are dealt with later in this section. 

It should also be remembered that when transmitting a message the 

following should be observed; 

Rhythm: keep a natural rhythm. Divide the message into sensible 

phrases. 


Speed: slightly slower than normal conversation, to allow it to be 
written down. 
Volume: as for normal speech. There is no need to shout. 


Pitch: the voice should be pitched higher than usual, but discomfort 
should be avoided. 


RULES FOR ABBREVIATIONS 


Abbreviations are primarily designed to save time in writing, but can 


also save time in talking and a large number are part of every day 
Speech. 


e.g. MT, DR, NAAFI, NATO, NCO etc. 
1. In Good Conditions: Common abbreviations are spoken as if 
normal conversations. 
DR as DR instead of Delta Romeo. 
MT as MT instead of Mike Tango. 
HQ as HC? instead of Hotel Quebec. 
hrs as hours. 
recce as гессе,...... and so on, 
2.In Bad Conditions; Abbreviations should only be used when they 
save'time, it may be better to use the correct ўі words 
Despatch Rider - this is shorter than */ spe Deja Romao” 
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Headquarters - shorter than ‘I spell Hotel Quebec". 
Reconnaissance = is better than "/ spell Romeo Echo Charlie 
Charlie Echo *. 


OPERATOR DISCIPLINE 

The Control Operator, irrespective of their rank, is in charge of the net 
and is responsible for its efficient operation. 

Only one station may speak at one time, therefore, to prevent 
confusion, the following rules must be obeyed: 

1. Listen out before speaking, to ensure the frequency is clear, and 
don t cut-in on other transmissions. 

2. Leave a short pause at the end of a conversation. 

3. Answer all calls immediately, and in the correct order. 


A RADIO NET 

This can be defined as a group of stations working together for the 
purpose of communicating with each other. There are two types of 
station. 

a. Control 

b. Substation. 


Note: The control station has a call sign - 0. 

The substations callsigns are Al 0, B10, 820, and B30, the callsigns 
are a combination of letters and figures which identify a 
communications station, organisation or individual on a radio net. 


Control 
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SEQUENCE OF ANSWERING 


Calls are to be answered in Alphabetical Sequence first, then 
numerically throughout the net, but control always answers first if 
included in the call. 


TYPES OF CALL 


The main types are: 
1. Single Call from one station to another 
eg. "Hello 810 this is B20" 
or Hello А70 this is 0" 
2. Muttiple Call - from one station to two or more stations, but not the 
whole of the net; 
e.g. “Hello 0, B10 and A10 this is B30" 
or Hello 0, A1Q and B1@ this is 820" 
3. All Stations Call - from one station to all stations. 
e.g. "Hello all stations this is Q" 
or "Hello all stations this is B10" 
4. Collective Call - a call to 2 or more selected stations on a net 
identified by a predesignated call: 
e.g. “Hello Charlie Charlie this is 0" 


OFFERS 


An offer is a short transmission made to warn the station(s) 

concerned that a message follows, an offer is made when: 

1. The sender suspects that the receiver may be too involved for 
operational or other reasons, to receive a message at all. 

e.g. Callsign B10 has a message for callsign B20 that does not need 
to be written down, but is not sure if they are in a position to 
receive - in fact they are able to do so: 

“Hello B20 this is B10 over" 

"B20 send over” 

"B10 move when ready over/out” 
“B20 roger out" 

2. The receiver has to take notes, this depends entirely on the length 

and contents of the message. 


The sender must use their common sense and experie 
when they make an offer. шы ыы 


eg. ‘Halle 0 and 820 this is B10 
y бач 7855298 over" 
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"B20 send over” 

“B10 no movement seen at grid GATCRWD 
or grid BMPDUS or grid BTRRAC my 
forward units now returned, over" 

“0 roger out” 

“820 roger out” 


CORRECTIONS and REPETITIONS 


A sender may make a mistake during transmission and have to 
correct it, this is done by the use of the proword WRONG and going 
back to the last correct word transmitted. 
e.g. Hello A 10 this is 0 Tanks reported grid 331762 WRONG" 
"reported grid 33 1752" 
“А 10 roger out” 

Sometimes it may be required to emphasize a particular part of the 
message, this is done by use of the proword | SAY AGAIN , This 
procedure is time consuming and should only be use sparingly. 

e.g. “Hello B10 this is B20 OA left my 

location now on way to C/S 0". 

"| SAY AGAIN C/S 0 then to your location, over" 

*B 10 roger out" 
If it was required to emphasize the whole of the message you would 
use "} SAY AGAIN" at the end of the message and send the whole 
message again. 
During the reception of a message the receiver, for many reasons, 
may miss part or parts of the message. They can obtain the missing 
parts by referring to a part already received (known as catchwords 
or catchphrases ) and saying what they want repeated, by using one 
of the following PROWORDS: 
SAY AGAIN. WORD BEFORE. WORD AFTER. ALL BEFORE. 
ALL AFTER.  FROM......... TO Eo ens 
If they require the whole message they would use SAY AGAIN. 
e.g. “Hello В20 this is A 10 send rations before 1800 hrs over” 

"B20 say again over" 

“А10 send rations before 1800 hrs over" 

"620 roger out" 
It is unlikely that they didn t receive part of the message, therefore it 
would be wasting valuable transmission time 
to get the whole of the message repeated, so the correct Way isto 
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ask for the part missed. 
e.g. Hello all Stations this is 0 my Sunray will be at HQ 
until 1730 hrs Sunray will return with C/S 623 and В21 and 
call sign А10 then call sign Bf 0 on way back Sunray 
callsign 820 and B30 are requested to be here by 
2045 hrs over 
"A10 say again WORD BEFORE will return over” 
"B10 say again ALL AFTER Sunray callsign B20 over 
"О Sunray callsign B20 and B30 are requested to be here 
by 2045hrs over 
"B10 roger out 
“B20 say again WORD BEFORE until (pause) WORD AFTER 
C/S B23 and, over 
"О HQ until (pause) B23 and B21 over 
“B20 roger out 
“B30 say again FROM B21to calisign B10 over 
0 B21 and call at callsign Al 0 then callsignB10 over 
© B20 roger out 
Note: Stations are dealt with individually, using the correct sequence 
of answering, until roger is obtained. 
The sending station does not use; і SAY AGAIN in reply to a request 
for a repetition. 
The CATCH WORD or CATCHPHRASE must be easy to identify, it is 
wrong to use a word that appears more than once as this causes 
confusion. 
Although not shown in these examples the PROWORD OUT should 
be used whenever possible in good working conditions. 
On single calls, C/S may be dropped after the initial exchange. 


LIMITED RESPONSE 


When it is known that all called stations are in communication, use 
should be made of limited response in order to improve security since 
the callsigns responding to CHARLIE CHARLIE (Collective Call) and 
ALL STATIONS calls are of value to an enemy. The procedure is to 
nominate one or two stations only to acknowledge as shown in the 
examples below and over page. 
Example 1, 
Hello All Stations this is 0, Text, Al 0 Acknowledge over" 
"A10 roger out 
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Example 2. 
Hello CHARLIE CHARLIE 3 this is 0, Text, A10 and B30 
Acknowledge over 
*A10 roger out 
630 roger out 


PROWORDS 
| SPELL —] am going to spell out a word, as letter group, letter by 
letter. 


e.g. "Bolton і spell Bravo Oscar Lima Tango Oscar November" 
FIGURES — І am going to send a number figure by figure. 
e.g. * figures One Two Seven Zero Zero One" (127001) 
These PROWORDS can be combined if required: 
e.g. figures Two Three | spell Whiskey Golf Figures Three 
Three ( 23 WG 33). 
HELLO — used as an introduction in an initial call. 
SEND — go ahead with your transmission. 
MESSAGE — offer of an unregistered message (notes are 
required). 
OVER —this is the end of my transmission, a reply is required. Go 
ahead and transmit. 
"OUT" — this is the end of my transmission. No reply is expected. 
WAIT OUT — your transmission is received; a further transmission 
on the same subject will follow later. 
ROGER — Message received satisfactorily, or | have received your 
last transmission satisfactorily. 
WRONG — what had been said is wrong, the correct 


version 15$................... 
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You may never need to resort to using the Morse Code for any of 
your communications. But, as we said at the beginning of this section, 
if at any time your high-tech equipment malfunctions + then you 


may not have any option, the Morse Code could be the answer if you 
have knowledge of it. 


Some Technical advice from a Yeoman of Signals = 
“never рев on an earth spike". 
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In this section there is no intention to instruct you on becoming 
an expert on mines, nor give you information other than how to 
recognise different types in common usage, at the same time to 
nave a healthy respect for those Sappers who are trained to handle 
them. 
Having said that, it is invariably the soldiers first contact with the 
enemy when mines are discovered - hopefully before they find you. 
It is one of those instances when no amount of training will help 
you, unless you are observant and alert at all times. 
Many countries produce a variety of mines, but the majority are 
clones of those produced by the Soviet Union. 
There essentially two categories we have shown, they are:- 
1. ANTI-PERSONNEL. 
2. ANTI-TANK. 
The mines illustrated in the following pages are those in common 
use that you should be conversant with:- 


FOREIGN MINES 


MINE ANTI-TANK METALLIC MODEL TM-46. (USSR) 


Description: (Illustrated on the next page). This metallic mine may 
be placed under water in a stream or river beds and be distributed 
mechanically. It uses an М\/-5 fuse, but has no means of external 
arming for mechanical laying. 

The TM-46 has a secondary fuse WELL in the side underneath the 
carrying handle. The mine has a pressed steel body and is painted 
dark Green. 

The version with anti-life fuse looks identical, but is known as the 
TMN-46. 

Use: The TM-46 is laid in Anti-Tank minefields or as above. 
Functioning: The mine is armed by withdrawing the Safety Pin. It is 
operated by pressure forcing the pressure cap down on the head of 
the fuse, depressing it and releasing the striker to detonate the 
mine. 


MINE, ANTI-TANK TMN-46 ANTI-LIFT (USSR) 


Description: The mine body is made of sheet steel and the mine is 
assumed to be waterproof. The pressure plate is integral with the 
mine case. 
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MODEL TM-46 and TMN-4§ (USSR) 
ANTI-LIFT MINE. ANTITANK, METALLIC 
PRESSURE CAR 


BULGE TO RECEIVE STRIKER 

D RETAINING BALL 

T n dd 
= 


STRIKER RETAINING BALL 


FUSE WELL 
PERCUSSION CAP 


IREADED METAL 


SAFETY PIN 
WITHDRAWN 
WHEN ARMED 


HECESS FOR ANTI- 
LIFTING DEVICE I 


CROSS SECT/ON OF MINE 
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The mine has a centrally located fuse WELL on top and a filling 
hole directly beneath the handle. 


A second fuse WELL is located on the bottom, presumably for a 
booby trap device. 

Use: The TMN-46 is laid in anti-tank minefields, in streams or river 
beds. 

Functioning: The mine is set off by pressure shearing pressure 
plate with respect to the mine case. When the required load is 


applied on the pressure plate, it actuates the fuse, setting off the 
main charge. 


MINE ANTI-PERSONNEL PMN, NONMETALLIC (USSR) 
Description: (Illustrated on the next page). The PMN is a delay- 
armed, pressure fired mine. The major external components are a 
plastic case, a rubber covered pressure plate, and a firing assembly 
adaptor plug. It therefore has a very low metallic content. It is mid- 
green in colour, It is quite a large mine as far as Anti-Personnel 
mines go and will inflict severe casualties. 

Use: The PMN is designed for use against personnel. 
Functioning: Delay arming, When the safety pin is withdrawn, the 
firing pin spring moves forward under pressure of its spring until a 
wire attached to the firing pin spindle is caught on a lead strip in the 
arming delay assembly. 

After approximately 15-20 minutes, the wire cuts through the lead 
strip, releases the firing pin to move forward into a cavity of the 
cylinder, where it is held by a step in the cylinder. The firing pin 
remains in this position until the mine is fired. 

Firing: When a pressure (approx half a pound) is applied to the 
pressure plate, the pressure plate is forced downwards against the 
cylinder, compressing the cylinder spring, and causing the cylinder 
step to be moved downwards in relation to the firing pin. 

The firing pin spring forces the firing pin through the cylinder cavity, 
firing the initiator which, in turn, detonates the main charge. 
Precautions: in this mine the initiator assembly has a booster 


charge and a percussion-fired primer-detonator. The mine contains 
a cocked firing pin. 


201 


MINE ANTIPERSONNEL 
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MINE ANT/PERSONNEL, METALLIC POMZ-2 (USSR) 


Description: This has been 


чы one of the most commonly 
TO PIN sed metal-cased 


ntipersonnel mines. The 

ine consists of a wooden 
take, a cast iron body and a 
ylinder of cast TNT. Originally 
he fuse WELL was not 
hreaded and a grove was cut 
n the stake to allow water to 


ма c 21 rain from the mine. 
DOTT later model, the POMZ-2M 
Г - aii. as a threaded fuse WELL . 
аши E his mine has been widely 
Г | 'opied and is olive green in 


‘Olour, 
t employs the MUV or VPF 
писе. 
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›{ about 25.5 cms above the 
jround in high grass, bushes 
эг woods. They are sometimes 
Interspersed in Anti-Tank 
minefields. 


Functioning: With either types 
of fuse - see diagram - a pull 
on the trip wire removes the 
striker retaining pin or pull- 
ring, releasing the spring- 
driven striker against the 
percussion cap. 
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MINEFIELDS 


Well sited and carefully concealed mine fields, which are covered 
by fire are an affective obstacle to troops and all types of vehicles. 
There are four types of minefields 

1. Tactical. Planned as an obstacle to delay, divert, or break up an 
advance. 

2. Protective Used to defend a position, often as a part of a planned 
defensive area. 

3. Nuisance Laid to disrupt and disorganise the enemy, to affect 
their will to carry out patrols in your area., to demoralize them. 

4. Phoney or 'make-believe', To simulate the appearance of a 
minefield with the aim of deceiving the enemy. 

Mines may be found close to enemy defensive positions and will be 

covered by a small arms capability.-You may encounter mines in 

small numbers which have been laid to create a nuisance delaying 
you getting on. They may not be marked and more than likely will 
be booby trapped. 

Should minefields be encountered they are normally dealt with by 

one of the methods described below. 

Cleared by explosives. 

1. Bangalore Torpedo is a tube filled with an explosive charge which 
when set off clears a path through anti-personnel mines about 
half a metre wide for the length of the tube. 

2. Giant Viper is a hose 228 metres long containing explosives which 
is projected across a minefield by rocket motors. It blasts a path 
up to 8 metres wide and 180 metres long through an anti-tank 
minefield. 

Cleared by mechanical means. 

This is done by mounting a plough on the front of certain armoured 

vehicles, normally carried out by Royal Engineers. 

By Hand Clearance 

If it is necessary to clear mines to gain advantage of a tactical 

surprise, then hand clearing would be the only way. This is a very 

slow method and could take several days/nights to carry out 


"DON'T TAKE A CHANCE - LEAVE IT TO THE 
EXPERTS" 
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1, Establish the identity of the suspect. 

2. Establish their ownership of any articles they are in possession of. 

3. Invite them to empty their pockets, handbags, and produce any 
documents or articles they are carrying. 

4. Ask them to remove all their clothing, to include wrist watches and 
jewellery. 

5. The suspects body will be inspected from head to the soles of their 
feet, with special attention to their hair, ears, mouth, artificial teeth, 
body orifices, crevices and between their toes. 

6. Careful examination of their clothes, their pockets, linings, seams, 
buttons, belts or braces. Female clothing where padding is present, 
especially the Bra and the wire sometimes use in the manufacture 
of foundation garments. The noting of information provided by 
garment labels, name tags and cleaners ID labels can provide 
intelligence information that can be very helpful in subsequent 
interrogation of the suspect. 

7. Examination of any baggage or other associated items such as a 
walking stick, personal stereo, camera etc. 


SEARCHING VEHICLES 


The searching of a vehicle is a highly skilled exercise, requiring great 
powers of observation and considerable patience, apart from 
constant training and practice. 

There is an ever increasing number of motor vehicles on the road, a 
vast number of different makes, models and sizes to contend with. 
The ability of the terrorist to adapt parts of a vehicle to conceal 
munitions makes it one of their most used lethal weapons against our 
Society. 

Techniques used for searching 

This can be divide into three categories, as follows:- 

The Initial Check. 

This form part if the selection process carried out on vehicles at 
Vehicle Check Points (VCP) or Road Blocks. It is of limited duration, 
usually two or three minutes and carried out by three soldiers. 

The Primary Search 

This is carried out at the roadside on vehicles selected for a more 
detailed search by the Vehicle Check Point (VCP) commander or it 
may fall into one of the following categories:- 
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1. It may be a vehicle on the WANTED list, requires checking as such. 

2. There is a request from Intelligence. 

3. There are suspicious circumstances, about the vehicle or 
passengers. 

4. By an intelligent guess/selection by the VCP commander. 

The PRIMARY SEARCH of a commercial vehicle is not an easy task, 

and this type of search is better carried out by a specialist team at a 

designated centre, where the load can be properly examined. 

Secondary Search 

When a decision has been made to carry out a Secondary Search of 

a vehicle, it has to be taken to a secure place, where the REME will 

be involved in the removing body panels and other mechanical parts. 


SEARCHING A VEHICLE 


When carrying out a search on a vehicle your first consideration must 
be for the passengers who will be treated courteously and without 
making remarks that will immediately offend them. The search must 
be conducted thoroughly and with speed and efficiency. Do not cause 
any damage to the vehicle. 

As the search is progressing bear in mind previous searches of 
similar vehicles and look for similarities of points that were of 
intelligence interest. Ask yourself = is there anything that looks 
unusual or out of place? 

Physical Inspection 

The vehicle can be divided into five sections for the purpose of 
carrying out a systematic search. Within each of these sections there 
are many likely area that explosives can be located and will need you 
to pay attention to detail if you are to find them. 

1. Underneath the vehicle 

Bottom of the radiator, engine sump, exhaust silencer, fuel tank and 
whole chassis framework and sills - look for signs of modification. 
New or unusual welding or brazing. New soldered cables or paint that 
could reveal a false bottom fitted. 

2. Outside the vehicle. 

Check behind the lights - this may be easier from under the bonnet, 
Check under the wings/mudguards. Remove petrol filler cap, look for 
item suspended in filler tank pipe. 

3. Inside Boot 

Examine the hollow reinforcing ribs on the under side of the boot lid. 
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AMMUNITION 
Calibre (mm) 5.56 mm 


Types Both weapons 


Ball, Tracer, Blank. 
Weight of Round (д) 12g. 


MECHANICAL FEATURES 

Firing Modes Single Shot & Automatic 
Methods of Operation Gas and Spring 
Locking RotaryBott, Forward Locking 


Feed Magazine (30 rounds) 
FIRING CHARACTERISTICS 


Muzzle Velocity (m/s) 
Recoil (joules) 4j 
Number of Barrel Grooves 4 
Pitch of Rifling (mm) 1 Tum in 175 
Twist of Rifling Right Hand 
SIGHTING 
Optical Sight (SUSAT) Sight Unit Small Arms Тейиҳ 
Magnification x4 
Field of Viewmila) 177 mils 
Eye Retief (mm) 24mm 
Range Setting (matres) 300 to 800 
tron Sight 
Foresight Post 
Backaight Twin Apertures 
Sight Radius (mm) 290 1o 320 mm 
Range (metres) Up to 300 
WEIGHTS (kg) 
With SUSAT and Full Magazine 
Weapon only 
Magazine with 30 Rounds 
Magazine empty 
SUSAT 
Iron Sight 
Bayonet and Scabbard 
LENGHTS (mm) 
Weapon 
Bayonet 
ЗАВО with Bayonet . Fixed 
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INTRODUCTION 


The 5.56 SA 80 Rifle and the Light Support Weapon have the same 
basic components and therefore most parts are interchangeable. In 
view of this fact and when ever possible we refer to it as the weapon 
The LSW differs from the SA80 in having a LONGER BARREL, an 
OUTRIGGER with a BIPOD, a smaller front HAND GUARD, a small 
rear HAND GRIP on the BUTT and a SHOULDER STRAP. As 
illustrated on the previous page. 

Both weapons use a short stroke gas operated system and a rotary 
forward-locking breech mechanism to give either single shot or 
automatic operation from a 30 round MAGAZINE. The weapon is 
designed to be fired from the RIGHT shoulder only. 

On the 5А80 Rifle, the 22mm diameter FLASH ELIMINATOR enables 
the firing of rifle grenades, using a GRENADE LAUNCHER. The Rifle 
is your personal weapon, with it you must become highly skilled to 
handle every situation in which a you may find yourself. Above all, you 
must handle the weapons safely at all times. 

The tactical advantage of the weapon and its capability of firing single 
rounds or bursts, is in producing :- 

а. Quick, accurate fire at short range opportunity targets. 

b. A high rate of accurate controlled fire at longer ranges. 

c, Effective section fire power at ranges up to 500 metres. 

There are two sighting systems for the weapons, the fully optical 
SUSAT (Sight Unit Small Arms Trilux} or an IRON SIGHT, comprising 
a FORESIGHT and a BACK SIGHT incorporated in the carrying 
handle. The basic weapon can be stripped down into seven major 
groups as shown on the next page. 

Further stripping of some groups is possible and in some may be 
required for cleaning or replacing damaged or worn parts. 


Safety Precaution Drills are dealt with in bil init) but nadie 


handling the weapon your instructor will carry out the Normal Safety 
Precautions. 
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ACCESSORIES & SPARES 
Additional items, listed below, are not necessarily essential to fire the 
weapon, but their use and application are explained in the following 
paragraphs;- 

The Sling. The Bayonet & Scabbard. 

The Blank Firing Attachment. The Tool Roll & Spare Parts. 
The SLING - see the illustration on previous page - is made of two 
lengths of webbing type material, which link together with a special 
quick release BUCKLE CLIP. 

Thofielle geo Їй нна ай e nani, nfnmalnparnftharclinanda 
flat plastic loop attached, the other end of the strap is clear. 

The second shorter piece has the male part of the clip at one end, and 
the quick release buckle and loop at the other. 

Fitting the Sling see illustrations 1 to 6 over page. 


1.Take the longer strap andlayil [lal айд the weapan, with tho 
FEMALE CLIP end towardstne MUZZLE andil flat plastieloop 
бїтїї qulwards F&enmaciearungd du vughidl i NONTELING 
DDF and men tnrougninumr Air ЫР, | Ат... LL „м. 
Pull tight. 

2. Take the SHORTER strap and, holding it parallel with the first strap 
and with the MALE clip end pointing outwards, feed the clear end 
of the LONGER strap through and over the RIDGED EDGE of the 
gate in the base of the male clip on the SHORT strap, connect the 
male and female parts of the clip together. 

3. Ensure that the LONGER strap remains untwisted, then feed the 
CLEAR end through the REAR SLING LOOP on the weapon. 

4. Check that the SHORTER strap is not twisted, then feed the clear 
end of the LONGER strap outwards through the main gate of the 
BUCKLE BAR. 

5. Finally, thread the CLEAR END of the LONGER strap through the 

gate in the BUCKLE. TO REMOVE the SLING, reverse the fitting 

procedure as above. 


USES OF THE SLING - see illustrations on next page 


Essentially the SLING can be used in two ways, although other 
variations may be possible. 


FRONT SLUNG POSITION. Separate the two straps and 
insert your head, right arm and shoulder through the loop so 
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formed. The weapon will now be suspended from your left 
shoulder across your chest. Adjust the position of the 
weapon by pulling down on the CLEAR end of the LONGER 
strap. Pulling the QUICK RELEASE loop or releasing the 
CLIP will allow the weapon to be brought into the aim. 


BACK SLUNG POSITION Separate the SLING to form TWO loops. 
Put an arm through each loop to position the weapon, MUZZLE down, 
in the centre of your back, COCKING HANDLE uppermost. 


ONE 
VARIATION 
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The BAYONET BAYONET 
The BAYONET is 

shaped to provide Sam Blade 
good thrust 
penetration. It has 
a cutting edge, 
blade channels 
and a ribbed 
portion for rope 
cutting. A slot at 
the forward end is 
for use with the 
scabbard when 
used as a wire 
cutter. The handle 
is shaped to 
enable the bayonet 
to be used as a 
fighting knife: at the 
rear of the handle is a release catch which secures it onto the Muzzle 
of the rifle. The blade end of the handle can be used as a bottle 
opener. The SCABBARD is normally carried on your belt, attached by 


Sharpening Stone 


Wire Cutter 


THE SCABBARD 

a frog or to a side of an ammunition pouch. Quick release catches 

are fitted. 

As well as providing stowage for your BAYONET, the SCABBARD 

has other uses Vis:- As a SAW BLADE which unfolds from one edge of 
the SCABBARD and is for use on WOOD - NOT METAL. 
A SHARPENING STONE integra! with the opposite side of the 
SCABBARD. Use with light oil. 


AsWIRECUTTERS by engaging the LUG of the SCABBARD withthe 
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slot in the BAYONET, ensuring that the sharp edge of the BAYONET 
faces away from the HOOK END of the SCABBARD. 


The wedge shape on the back of the BLADE together with a 


corresponding hardened insert of the SCABBARD HOOK forms an 
effective wire-cutting device. 


BLANK FIRING ATTACHMENT (BFA) 


Choke Tube Flash Ellminator 


This will normally be fitted when you are using your weapon on training 
exercises when BLANK ammunition is issued. No other accessories 
are required for firing BLANK ammunition. 


FITTING THE ATTACHMENT. 

1, Unscrew the CHOKE TUBE as far out as necessary to allow the 
attachment body to be fitted over the FLASH ELIMINATOR. The 
rear of the ATTACHMENT BODY sits on the BARREL 
immediately behind the FLASH ELIMINATOR 

2. Screw in the CHOKE TUBE by hand until it butts up to the MUZZLE. 
Using the COMBINATION TOOL inserted into the slot of the 
СНОКЕ TUBE, rotate the TUBE a further half turn, then tighten 
the LOCK NUT. 

NOTE: 

The reason for the HALF TURN when tightening the CHOKE TUBE, is 

to stretch the ATTACHMENT BODY to ensure that sufficient force is 

applied tothe CHOKE TUBEMUZZL E INTERFACE to prevent gas 
leakage. IF there 1S a gas leakage, then the weapon will suffer short 


recoils, Ho weve i ith ; 
fining. ver, NO safety hazard will be associated with incorrect 
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SAFETY PRECAUTIONS 
RULES FOR HANDLING WEAPONS OF 
ANY TYPE AT ALL TIMES 


1. Whenever you pick up a weapon, or have a weapon 
personally handed to you or when you take over a weapon, 
ALWAYS carry out the NORMAL SAFETY PRECAUTIONS (NSP). 
Whether it is your own or someone else’s weapon, ALWAYS 
examine it to ensure that it is NOT loaded. 
2. NEVER point a weapon at anyone -even in fun. 
3. ALWAYS handle a weapon so that it points in sucha 
direction that there is NO DANGER if a round is accidentally 
| fired. 
4. NEVER rest the muzzle of a loaded weapon, or a weapon 
‘made safe’ on your foot or against your body. Similarly, do 
not hold a weapon with your hand or hands placed over the 
muzzle. 
5. Weapons will NEVER be carried in VEHICLES eltherloaded 
orin 2 ‘made Safe’ state. Operational conditions excepted. 
6. YOU will NOT fire any Weapon until such time as You have 
been fully trained, exercised and tested to becapabie of safely 
handling the Weapon. 
7. When handing over a weapon to someone else, 
SHOW/PROVE to them first that it is in aSAFE and in an 
UNLOADED state, 
8. When anyone hands a weapon to you-NO MATTER WHO 
THEY ARE - INSIST THAT THEY SHOW/PROVE |T TO YOU. 
9.NO weapon will be tampered with to make modifications 
etc., severe action wili be taken against anyone doingthis, 


*/T'$ BETTER TO BE SAFE THAN SORRY" 
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OPERATIONAL SAFETY 


When circumstances dictate in an operational situation the following 
SAFETY RULES must be followed:- 


SAFE HANDLING WITH A MAGAZINE FITTED 


1.Опсе an order has been givto"LOAD", you keepyour weapon in 
that state until ordered to’ UNLOAD". At all times you are responsible 
for the SAFE HANDLING of your Weapon. 


2.The SAFETY CATCH is always at S unless the situation demands 
otherwise, the FINGER is OFF the TRIGGER and the MUZZLE is 
pointed in a SAFE direction. 

3.If a LOADED weapon is to be CARRIED IN A VEHICLE or on an 
AIRCRAFT it should be correctly slung or secured in the rack provided. 
4,The weapon is UNLOADED on command OR when no longer able to 
ensure its SAFETY, such as when handing it over to, or leaving it 
under guard of another soldier. 

5.If a LOADED weapon MUST be handed over, the SAFETY CATCH 
Will be applied, the recipient WILL BE TOLD OF THE STATE OF THE 
WEAPON, i.e., LOADED or READY. The recipient WILL repeat 
back the STATE. If they are CORRECT, the weapon will be handed 
over - ensuring that the MUZZLE is kept pointing in a SAFE direction. 


6. If itis necessary to pick up a weapon WITH a MAGAZINE 
FITTED - UNLOAD the weapon as taught. 


RISK TO HEARING. Small Arms FULL BORE. 


Ear Defenders or other suitable hearing protection must be worn by 
those firing and firing point staff during all full bore firing. 
SA BLANK. 


Hearing protection is not required for SA 80 BLANK firing PROVIDED 
that the following limits ARE applied:- 


a. Blank Firing Attachment is ALWAYS fitted. 
b. You are exposed to a LIMIT of up to 90 rounds per day. 
c. That there are NO reflecting surfaces in the vicinity. 


Those NOT firing are NOT to be closer than TWO metres to the 
flank of the weapon. 


"BE SAFETY CONSCIOUS AT ALL TIMES “ 
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CARRYING OUT SAFETY PRECAUTIONS. 
As with all SKILL at ARMS training the first thing you must learn is the 
drill to carry out the NORMAL SAFETY PRECAUTIONS. (NSP). 
Safety Precautions will always be carried out at the beginning and 
end of every lesson, practice or range period, and immediately on 
returning from a patrol or exercise or duty, and when handing the 
weapon over to anyone. 
To carry out the SAFETY PRECAUTIONS with 
a weapon adopt the LOW PORT POSITION as 
shown in the illustration on the left. 
1. Hold by PISTOL GRIP with the RIGHT hand, 
forefinger outside the TRIGGER GUARD. 
Point MUZZLE upwards and rest the butt on 
waist belt or right pouch. Tilt weapon to the 
right. 
THIS IS THE POSITION ADOPTED TO 
CARRY OUT THE FULL ROUTINE OF 
SAFETY PRECAUTIONS. 
2. Make sure that the SAFETY CATCH Is at 
SAFE (S) and the CHANGE LEVER to 
Repetition (В). 
3. Cock the WEAPON. To do this, tilt it slightly 
to the left and, using the left hand over the top of 
the weapon, weapon, gripping the COCKING 
HANDLE with thumb and forefinger and pull 
FULLY to the rear. 
4. Hold the COCKING HANDLE back with the 
forefinger - depress the HOLDING OPEN 
CATCH with the thumb, ease the COCKING 
HANDLE forward until the CATCH stops the forward movement 
of the CARRIER. When done, place LEFT hand underneath 
HAND GUARD. 
5.For the weapon to be inspected, push it away from your body, 
horizontal to the ground and tilting to the teft, so as the breech 
can be inspected. After it has been inspected adopt the LOW 
PORT POSITION. 
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6. On the command ‘EASE SPRINGS’:- 

(a) Operate the BOLT RELEASE CATCH with your left hand, letting 
the working part go forward. 

(b) Put SAFETY CATCH to FIRE (F) with RIGHT forefinger. 

(c) Operate the TRIGGER. 

(d) Put the SAFETY CATCH to (S) using your LEFT thumb. 

(e) Close the DUST COVER with RIGHT hand, foldingup and back in 
its slot. 

(f) Ground Arms ensuring that the weapon is laid on its left side - 
COCKING HANDLE uppermost. 

(9) Undo pouches, remove MAGAZINES, and contents for inspection. 
When the inspection has been completed, you put the 
MAGAZINES back in your POUCHES, FASTEN YOUR 
POUCHES, pick up yourweapon and adopt LOW PORT position. 

THESE SAFETY PRECAUTIONS MUST BE CARRIED OUT BY 
EVERYONEIN THE SQUAD TAKING PART IN THE TRAINING OR 
WHEN WEAPONS ARE BEING HANDLED - THIS INCLUDES ALL 

INSTRUCTORS AND ALL RANKS PRESENT. 


BASIC MECHANISM OPERATION 

The operation of the basic mechanism is the same for both the SA80 

and the LSW. 

Mechanism - how the weapon works. 

1. When the safety catch is at 'S' the TRIGGER cannot be fully 
operated. 

2. When the safety catch is at `F’ and the TRIGGER is pressed, the 
HAMMER is released and hits the rear of the FIRING PIN, driving 
it forward on to the CAP in the BASE of the ROUND. The ROUND 
is fired and GASSES are produced which drive the BULLET up 
the BARREL. 

3. Some of this GAS enters the GAS BLOCK and is diverted by the 
GAS PLUG into the GAS CYLINDER, pushing the PISTON to the 
rear and at the same time compressing the PISTON SPRING. 

4. The rear of the PISTON strikes the CARRIER, forcing it backwards. 

The compressed PISTON SPRING re-asserts itself and forces 
the PISTON forwards again. 
5. The BOLT is unlocked by the rearward movement of the CARRIER 


forcing the CAM STUD down the CAM STUD SLOT. 
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§. The CARRIER and BOLT go back together, cocking the HAMMER 
as they go. The EMPTY CASE is withdrawn from the CHAMBER 
by the EXTRACTOR and ejected out of the weapon to the right, 
through the EJECTION OPENING. 

The RETURN SPRING on the GUIDE ROD is also compressed 
at this stage. Rearward movement of the CARRIER and BOLT 
ceases when the rear of the CARRIER strikes the BUFFER. 

7. The RETURN SPRING re-asserts itself and aided by the BUFFER 
drives the CARRIER and BOLT. As it does so the BOLT feeds the 
next ROUND out of the MAGAZINE and into the CHAMBER. The 
EXTRACTOR grips the ROUND and the EJECTOR is 
compressed. The BOLT is rotated to lock into the BARREL 
EXTENSION by the continuing forward movement of the 
CARRIER, CARRIER, forcing the CAM STUD to slide up the 
CAM STUD SLOT. It is only when the parts are fully forward and 
locked that the SAFETY SEAR can operate to free the HAMMER 
into its ready position. A distinct CLICK will be heard. 

8. The weapon is now ready to fire again. This action will continue each 
time the TRIGGER is operated until the last ROUND has been 
fired and the rearward action takes place. The working parts will 
then be held to the rear by the HOLDING OPEN CATCH being 
lifted up by the MAGAZINE PLATFORM 


BASIC MECHANISM 
With the change lever at AUTOMATIC (‘A’). The operation of the 


mechanism as previously explained applies equally to the 
AUTOMATIC role. 


The difference being that the weapon will continue to fire as long as 


the TRIGGER is kept pressed and there are are ROUNDS left in the 
MAGAZINE. 


The SAFETY SEAR allows one shot only per TRIGGER operation 
with the CHANGE LEVER at R’. 


When the CHANGE LEVER is at *А the SAFETY SEAR is held out of 
its working position and AUTOMATIC fire results. 
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SIGHTS 


The Weapon may be fitted with two types of day SIGHT, either the 
Sight Unit Small Arms Trilux (SUSAT) or an IRON SIGHT. 


SUSAT SIGHT 


The SUSAT consists of an OPTICAL BODY fixed to a MOUNTING 
BRACKET. On top of the SIGHT BODY is the EMERGENCY BATTLE 
SIGHT (EBS). Each sight has its own unique number, stamped on the 
underneath left side of the OPTICAL BODY. You would be well 
advised to remember this number. 


Lord 
ШШШ 7. 


Drum 


Horizontal E С) 
Adjustment s 
Screw 

(Zeroing Only) 


Vertical Adjustment BACK VIEW 
Screw (Zeroing Only) 
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SIGHT SETTING 


The SUSAT sight as illustrated on the previous page. 

The RANGE DRUM is graduated in units of 100 from 300 to 800 
metres. Sights are set ata BATTLE RANGE of 30metres, and should 
be used for normal infantry work. To set a RANGE, turn thORUM 
until the required figure is facing straight to the rear. 

The OPTICAL BODY contains the OPTICAL SYSTEM which hasa 
magnification factor of x 4 and a field of view of 177 mils. 

The BODY comprises ;- 

The EYEPIECE which is made of rubber and is glued to the rear of the 
optics. It is designed to protect the LENS from water and of a length to 
ensure correct positioning of the eye. 

The POINTER within the OPTICS is seen in your field of view. In 
daylight the POINTER appears as a dark pillar with a clear centre. At 
night POINTER tip can be illuminated by the TRILUX lamp. The light 
from the lamp is reflected up into the pointer and is seen as a reddish 
glow. 

A BRIGHTNESS CONTROL is located at the RIGHT REAR of the 
BODY and can be rotated to change the light intensity from zero to full 
brightness. 

The OBJECTIVE LENS HOOD is part of the BODY which is shaped to 
overhang the OBJECTIVE LENS, so reducing reflections and also 
protecting the LENS from rain. 


EMERGENCY BATTLE SIGHT (EBS) 


The EBS consists of a BLADE FORESIGHT and an APERTURE 
BACKSIGHT. It is matched to the OPTICAL CENTRE of the SUSAT 
lenses during manufacture and therefore no zeroing adjustment is 
provided. It is for use in an emergency should the SUSAT become 
EUER until such time that the IRON SIGHT can be fitted in its 
place. 


SIGHT MOUNTING BRACKET consists of:- 

The MOUNTING SHOE and SIGHT MOUNT. The mounting SHOE 
is dovetailedto match the SIGHT BASE on the weapon. 
ALOCATING PLUNGER protrudes through the SHOE to engage in 
one of the three holes in the SIGHT BASE. 

Two CLAMPING UNITS secure the SHOE to the SIGHT BASE. 


A lifting plate for the PLUNGER protrudes on the RIGHT side of the 
BRACKET. 
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REMOVING THE SUSAT 


1, Note exact position of LIFTING PLATE in relation to SIGHT BASE. 
(For use to accurately refit the SIGHT). 

2. Hold the weapon by the PISTOL GRIP with the right hand so that it 
is horizontal and upright. Open TOP COVER and undo the SIGHT 
CLAMPING NUTS. 

3. Grip the SUSAT with the left hand, use the forefinger to raise the 
LIFTING PLATE and disengage the LOCATING LUG from the 
SIGHT BASE, then slide SUSAT forward and off the SIGHT 
BASE. Close the TOP COVER of the weapon. 

4. Check and make a note of the SERIAL NUMBER of the SUSAT. 


The IRON SIGHT 


The IRON SIGHT consists of a FORESIGHT BLOCK and a 
CARRYING HANDLE, which incorporates a dual leaf APERTURE 
BACKSIGHT. 

THE FORESIGHT consists of a BLADE mounted in a FORESIGHT 
BLOCK, the base of which contains a female dovetail which fits into its 
matching male dovetail on top of the weapon GAS BLOCK. 

The two are held together by a RETAINING SCREW. The 
FORESIGHT BLADE is protected by extensions of the BLOCK and the 
rear of the BLADE houses a TRILUX element which emits light through 
a small hole. 

A vertical adjustment screw, retained by a LOCKING PLUNGER, 
provides for ZEROING adjustment. 


THE IRON SIGHT Foresight 


Vertical 
Adjustment 
Screw 


(Zeroing Only) 


Retaining 
Screw 
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Fitting thelRON SIGHT 

1. Loosen the FORESIGHT RETAINING SCREW fully, using the 
COMBINATION TOOL. 

2. Ensure the TRILUX element is facing to the rear, mate the dovetail 
joints, check that the sight is flush front and rear then tighten the 
RETAINING SCREW - DO NOT OVER TIGHTEN. 

3. Using the COMBINATION TOOL, loosen the CARRYING HANDLE 
RETAINING SCREWS and release the LOCATING SCREW 
sufficiently for the handle to slide easily along the SIGHT BASE 
dovetail. 

4. Open the weapon TOP COVER and slide the HANDLE rear-wards 
on to the SIGHT BASE to the required position, ensuring the 
LOCATING SCREW aligns with one of the three holes in the 
SIGHT BASE. 

Tighten the LOCATING SCREW and RETAINING SCREWS - DO 
NOT OVER TIGHTEN. Close the weapon TOP COVER. 
NOTE: When an IRON SIGHT has been fitted as a replacement for the 


SUSAT sight, then the weapon must be zeroed - Refer to SETTING 
and ADJUSTMENTS. 


Forosight 


Removing the IRON SIGHT 


1, Fully release the FORESIGHT В, 
slide the BLOCK off the dovetail, nl M Supe Wand 


Tighten the А 
2. Open the weapon TOP CO VER, loosen the RETAINS 
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and the LOCATING scrEw onthe canRYING. HANDLE, then slide 


the HANDLE forwards clear of the SIGHT BASE. Close the weapon 
TOP COVER. 


THE IRON SIGHT 


Backslght and Carrying 
Handle 


The BACKSIGHT and CARRYING 
HANDLE is fitted to the SIGHT 
BASE by means of matching 
dovetails. 

The handle is positioned by a 
LOCATING SCREW which engages 
in one of three holes in the SIGHT 
BASE, and is secured by two RETAINING SCREWS. 

The BACKSIGHT has two LEAF APERTURES, a small one for 
ranges up to 200m and a larger one for use - in conjunction with the 
TRILUX element -in conditions of low light or darkness. 

To change the APERTURE, push the LEAF forwards or backwards. 
Extensions on the HANDLE protect the apertures, 


A horizontal adjusting screw on the right side, retained by a locking 
plunger, is used for zeroing. 


Leat Aperture (Low Light) 


Leat Aperture (Daylight) Backsight & Carrying 


Retaining 
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HANDLING 


WEAPON CONTROLS - see below.. 
This illustrates the position of the weapon controls. 


Gas Adjuster 


Ejection Opening 
Dust Cover 


Holding Open 
Catch 


FILLING MAGAZINES | И 
Each MAGAZINE willhold30 ROUNDS Of 5.56 rimless ammunition. 


There are two methods of filling MAGAZINES, one u'"g à 


CHARGER and the other by hand, - | 
The Charger canoniy be used if the AMMUNITION S issued in 


CLIPS. 
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АШМ ^ MAGAZINE- USING ШЕ CHARGER 


Т. Having inspected the MAGAZINE, 
grip it in L EFT hand, support on a firm 
surface, ensure the back of 
MAGAZINE is facing away from the 
BODY. 

2. Fit the wide end of CHARGER 
onto the back of MAGAZINE, ensure 
that it is fully seated. 

3. Put CLIP of 10 ROUNDS into the 
Charger. 

4. Using your RIGHT thumb, push 
down on the top ROUND, until all 
ROUNDS are fed into MAGAZINE. 
Remove the CLIP. 

5. Each time clip is fed into 
MAGAZINE ensure that BASE of last 
ROUND is firm against the rear wall 
of the MAGAZINE. When the 
MAGAZINE is full remove the 
CHARGER and retain in pouch for 
further use. 


FILLING WITH LOOSE ROUNDS 

1. Hold MAGAZINE as when using CHARGER. 

2. Push ROUNDS into MAGAZINE, depressing the PLATFORM, 
BULLETS towards the narrow wall of the MAGAZINE, one at a time, 
making narrow wall of the MAGAZINE, one at a time, making sure that 


the BASE of each ROUNDis firm against the MAGAZINE REAR 
WALL. 


SHOULD YOU DROP A ROUND - MAKE SURE IT IS CLEAN 
BEFORE VSINGIT TO FILL YOUR MAGAZINE 
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EMPTYING MAGAZINES 


Using an empty CLIP, press 
down on each SECOND 
ROUND, to allow the TOP 
ROUND to drop out. Ensure 
ROUNDS do not drop into dirt/ 
mud. 

A second method is to hold the 
MAGAZINE in the LEFT HAND, 
BULLLTÉ painting away from 
body, then push the BASE of the 
ROUND forward so that it 
disengages from the GUIDE 
LIPS. Care must be taken as you 
may have to twist and pull the 
ROUND clear with your free 
hand. This is a useful method, 
especially at night as it makes 


very little noise. 
LOAD, READY and UNLOAD 


The weapon is LOADED when it has a MAGAZINE inserted. It is 
READY to FIRE when the weapon IS COCKED and a LIVE ROUND is 


in the CHAMBER. It is UNLOADED when the Me AZINE has been 
removed and there is no ROUND in the CHAM 


On the command LOAD: 

1. You adopt the LOW PORT position. К 

2.Set SAFETY CATCH at' $' (safe). CHANGE LEVER to `A 
(repetition). 

5. Tilt l weapon to RIGHT, take a full MAGAZINE or one with number of 

ROUNDS ordered, check top ROUNDS are in position correctly, 

insert it FIRMLY into MAGAZINE HOUSING. —— 
Ensure the MAGAZINE is clicked fully home and I$ secure- 

4. Fasten your POUCH. 

Onthecommand "READY": with the weapon loaded:- 

1. Adopt the ALERT ' position- that is :- Advance the LEFT foot, bring 


the BUTT intothe shoulder, point the MUZZLE down, 
Z.Check CHANGE LEVER is at R: 


3.Set SIGHTS at 3 
deti in wpe pis ordered. Pull the COCKING HANDLE fully 


e it cleanly to go forward, Do not assist the 
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SAFE HANDLING WITH THE MAGAZINE FITTED. 
Once an order has been given to LOAD , you keep the weapon in that 
state until ordered to UNLOAD . 
"SAFETY IS A PERSONAL RESPONSIBILITY" 


STRIPPING & ASSEMBLING 
The sequence of stripping the weapon is important to prevent damage 
to the working parts. It will NOT be stripped further than taught. The 
weapon is stripped into the following groups/assemblies:- 
MAGAZINE. SIGHTS. TRIGGER MECHANISM HOUSING (TMH) 
BARREL. BREECH ASSEMBLY. GAS SYSTEM. BOLT CARRIER 
ASSEMBLY. RECOIL ROD ASSEMBLY. 


THE WEAPON STRIPPED - see illustration on next page. 


General Information. 

In order to maintain your weapon in a satisfactory working condition, 
péríodic stripping and cleaning is necessary. In addition to ensuring 
that the component parts are clean and lubricated, any undue wear can 
be detected and the relevant part replaced as necessary. 

The only tools to be used are those provided in the Tool Roll. In your 
early stages of training NO time limits are imposed during practicing 
Stripping and Assembling. 

As the weapon is stripped the parts must be laid out on a clean and dry 
surface, it follows that it must be clean when assembled. 

Stripping other than that you have been instructed to do will NOT be 
carried out. 

The regular care and cleaning of will ensure that it is in a serviceable 
condition at all times. 

Your ability to look after a weapon will be reflected in the high standard 
of Weapon Training required to pass your Training Tests. 

Regular stripping and assembling does cause wear and tear” on any 
weapon. 

This is especially important with the SUSAT, stripping and assembling 
should not be carried out without due reason. 

Any defects noticed by you must be reported immediately to your unit 
Armourer. 
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STRIPPING and ASSEMBLING 


1. Check SAFETY CATCH is at € S and the CHANGE LEVER is at^ R'. 

2. Cock weapon, engage HOLDING OPEN CATCH, inspect BODY 
and CHAMBER to ensure all clear. Operate BOLT RELEASE to 
allow WORKING PARTS to go forward. DO NOT operate the 
TRIGGER. DO NOT close DUST COVER. 

3. The SAFETY CATCH must remain on `$” and the HAMMER must 
remain cocked throughout the time the weapon is in a stripped 
state. 

4. The SUSAT and or the IRON SIGHT should not be removed unless 
it is impossible to clean the weapon correctly without doing so. 


TRIGGER MECHANISM HOUSING (TMH) 


See illustration on the next page. 

To STRIP:- 

1, Ensure the weapon is horizontal and upside down. Fully withdraw 
the TMH (TRIGGER MECHANISM HOUSING) rear LOCKING 
PIN, then re-insert the pin approximately 5mm into the BODY, so 
that the GROOVE nearest the BODY is flush with t he outside of 
its housing * a distinct click should be heard. This ensures that the 
end of the PIN retains the RECOIL ROD ASSEMBLY while the 
TMH is being removed. 

2. Finally withdraw the TMH FORWARD LOCKING PIN and separate 
the TMH from th e BODY by pulling the BUTT upwards and 
disengaging the TMH from its FRONT CATCH. 

To ASSEMBLE:- 

1. Check that the TMH FRONT LOCKING PIN is fully withdrawn. Insert 
front ena of TMH into CATCH behind HAND GUARD. Raise back 
of TMH and press the BODY and TMH together. Fully insert the 
TMH REAR LOCKING PIN, then the front LOCKING PIN. 

2. Test the action by COCKING the weapon and engaging the 
HOLDING OPEN CATCH, then operate, the BOLT RELEASE, 
set the SAFETY CATCH at `В' and operate the TRIGGER. 

3. Put the SAFETY CATCH to `$” and close the DUST COVER. 

NOTE: When/if applicable refit the SUSA Т, ensuring that the 


LOCATING PLUNGER engages the correct recess in 
BASE fo maintain correct EVE, RELIEF. iiai 
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RECOIL ROD and BOLT CARRIER ASSEMBLIES - see illustration 

below and over page. 

To STRIP:- 

1. Remove the TMH as detailed, keeping the weapon horizontal and 
upside down 

2. Place a hand over the rear of the RECOIL ROD ASSEMBLY. 

Fully withdraw the TMH LOCKING PIN, then under control, 
remove the RECOIL ROD ASSEMBLY. Do NOT separate the 
SPRING from the RECOIL ROD ASSEMBLY. 

3. Pull the COCKING HANDLE to the rear to unlock the BOLT, then 
withdraw the HANDLE from the CARRIER. 

4. Place hand over the rear of the BODY, raise the MUZZLE and slide 
out the BOLT CARRIER ASSEMBLY. 

5. Hold BOLT CARRIER ASSEMBLY in hand, withdraw FIRING PIN 
RETAINING PIN - use COMBINATION TOOL if necessary and 
withdraw the FIRING PIN from the rear of the BOLT. 

6. Pull BOLT fully forward in the CARRIER and remove the CAM 
STUD. Separate the BOLT from the CARRIER. 
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ASSEMBL'*^ RECOIL ROD &BOLT CARRIER ASSEMBLIES. 
TO ASSEMBLE 

1. Align the EJECTOR 
on the BOLT with the 
CAM STUD recess in 
the CARRIER. 

2. insert the BOLT into 
CARRIER, align the 
CAM STUD HOLE in the 
BOLT with the front of 
the CAM RECESS in the 
CARRIER. 

3. Hold the CAM STUD so that the FIRIINGN 
HOLE in the STUD isigned to allow the FIRING 
PIN to pass through it. Push the CAM STUD 
through the recess in the CARRIER and into 
position in the BOLT. 
4. Insert the FIRING PIN through the back of the 
CARRIER and ensure that it is fully seated. 
Replace the FIRING PIN RETAINING PIN from the 
left side of the BOLT CARRIER. When correctly 
seated the RETAINING PIN is flush witk sides 
of the CARRIER. 

5. With the weapon horizontal and upside down, 
first ensure that the BOLT is fulty forward in the 
CARRIER. Then place the CARRIER into the 


COCKING HANDLE RECESS adjacent to the 
COCKING GUIDE in the BODY. 

6. Insert the COCKING HANDLE through the side 
ofthe BODYand into the RECESS in the 


CARRIER. Push the CARRIER fully forward until 
the LOCKING SPINES on the BOLT have entered 
and locked into the BARREL EXTENSION. 


7. Align the RECOIRODS and SPRINCwith the 


holes in the rear 9f hg CARRIER: Pun the REGOIL ROD ASSEMBLY 
into the weapon until the end of the ASSEMBLY is flush to the end of 
the BODY. Push in the TMH REAR LOCKING PIN to engage the end 
of the ASSEMBLY, but not sufficient to obstruct the centre area which 
accommodates the LUG of the TMH. 
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STRIPPING AND ASSEMBLING THEGAS SYSTEM 

See illustrations on the next page. 

TO STRIP:- 

1. Ensure that the weapon is horizontal but upright. Open the GAS 
ASSEMBLY TOP COVER. 

2. Grip the GAS CYLINDER with the left hand and with the right hand 
push the PISTON to the rear against the action of its RETURN 
SPRING. Move the PISTON out of alignment with the CYLINDER, 
release the pressure and withdraw the PISTON, complete with 


SPRING, from the weapon. Do not separate the SPRING from the 
PISTON. 


3. Remove the GAS CYLINDER from the GAS PLUG by pullingit to 
the rear. Make a note of the GAS SETTINGS positions on the 
GAS PLUG. 

4. Remove the GAS PLUG by pressing the PLUNGER on the front of 
the PLUG and at the same time withdraw the PLUG from the rear 
of the GASBLOCK, removing it from the weapon. 

TO ASSEMBLE. 

1. Insert the GAS PLUG into the rear of the GAS BLOCK. Depress the 
PLUNGER and at the same time push the PLUG through the 
BLOCK. Rotate the PLUG until the PLUNGER is aligned with the 
recess marked "N' (Normal) on the front of the GAS BLOCK. 

2. Fit the CYLINDER onto the rear of the GAS PLUG and hold it in 
position with the left hand. 

3. Turn the weapon on its side and carefully feed the SPRING END of 
the PISTON back into the CENTRAL HOLE above the BARREL 
EXTENSION. Push the PISTON to the rear to compress the 
SPRING, then align and engage the PISTON with the CYLINDER 
REAR RECESS. Close the TOP COVER. 

NOTE: Should you have difficulty in locating the CENTRAL HOLE you 
can see through the VENTILATION SLITS in the BODY. 


STRIPPING & ASSEMBLING MAGAZINE 
To STRIP 
1. Hold the MAGAZINE in the LEFT hand with the BOTTOM PLATE 


uppermost. | 
3. Push in the RETAINING STUD and slide off the BOTTOM PLA TE in 


the direction of the forward edge. Remove the SPRING and 
PLATFORM from the MAGAZINE. 
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STRIP & ASSEMBLE THE GAS SYSTEM 


SKILL AT ARMS 


To ASSEMBLE 

1.Ensure that the PLATFORNS aligned correctly, then insert the 
PLATFORM and SPRING into the MAGAZINE. 

2. Push down the RETAINING STUD and slide on the BOTTOM 
PLATE. Ensure that the STUD engages in its recess in the 
BOTTOM PLATE. 


THE MAGAZINE 
STRIPPED 


Retaining 
Stud 
Button 


OPERATIONAL STRIPPING. 


During tactical training or on operations, it may be undesirable to strip 
the complete weapon at any one time, in order to carry out 
maintenance. Accordingly, it is possible to strip only one part at a 
time, provided that the basic SAFETY PRECAUTIONS are taken. The 
GAS ASSEMBLY may be stripped provided the weapon is unloaded 
and the BOLT CARRIER ASSEMBLY is held to the rear. The TMH 
may be removed without removing any other part. As with normal 
stripping all parts should be placed, in the sequence of stripping, on a 
clean surface. 

Your weapon can be stripped in any sequence providing the 
NORMAL SAFETY PRECAUTIONS are first carried out. 
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Stripping is only carried Out for a purpose, IE, CLEANING and 
MAINTENANCE, Never strip your weapon further than you have 

been taught. 

USE OF CLEANINGEQUIPMENT 
~ see illustration over page. 
THE TOOL ROLL is provided to carry all the items required for the 
cleaning of the weapon. The illustration sets out the items to be found 
in the TOOL ROLL which are described in the following paragraphs. 
The CLEANING ROD - the 3 section Rod used with either the BORE 
or CHAMBER BRUSHES. (Two sets of RODS needed to clean a full 
BARREL length). Do not use if the screwed section joints are not 
close and smooth. Insert into MUZZLE end of Barrel, twist only 
clockwise, taking care not to rub it against the side of the bore at the 
MUZZLE. The BORE CLEANING BRUSH is only to be used to clean 
the BORE of the WEAPON, oil may be applied to assist in removing 
fouling and stains within the BORE. It can also be used with the 
PULLTHROUGH, in which case it is only to be drawn from the 
CHAMBER end of the BARREL. 

The CHAMBER/BARREL EXTENSION BRUSH is ONLY to be used 
for cleaning the CHAMBER, the BARREL EXTENSION or the interior 
of the GAS BLOUK, It io to bó uoód ONLY with thé CLEANING ROD, 
The PULLTHROUGH can be used instead of the ROD to draw a 
FLANNELETTE PATCH or the BORE BRUSH through the BARREL, it 
must first be unravelled and stretched to remove any knots or kinks. 
A FLANNELETTE PATCH can be fitted folding it in half lengthways 
and putting it into the eyelet with equal parts of the flannetette 
protruding either side. 

FLANNELETTE PATCHES are mainly used to dry clean and 
lubricate the barrel. They must not be used in a size larger than 
50mm x 50mm or they will jam in the barrel. 

NYLON PAD (SCOTCHBRIGHT). Used primarily for removing 
carbon fouling, but can also be used with oil to remove rust. Must not 
be used on weapon parts coated with a protective finish as the pad 
will remove the finish. 

The NYLON BRUSH is used with FLANNELETTE to clean the inside 
of the BODY. A piece of lightly oiled FLANNELETTE is used to clean 
the outside of the weapon. 

COMBINATION TOOL. A multipurpose tool used when cleaning the 
weapon, fitting and adjusting SIGHTS, and adjusting GAS SYSTEM. 
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CLEANING 
EQUIPMENT 


Barret Brush 
Holder 


P n 
Chamber/Bmwrel pru 


Extention Bruen Arah 


Iron Slaht Locator & 
SUSAT Directlon Zero 


SUSAT Zeroing 
Spanner 
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CLEANING THE WEAPON. 

FIRST CARRY OUT THE NSP's (Normal Safety Precautions) 

1, Using the NYLON BRUSH remove any loose fouling or debris from 
the weapon parts. (Less the SUSAT) 

2. Using a piece of lightly oiled FLANNELETTE, clean the outside of 
the weapon. 

3. Using the CHAMBER/BARREL EXTENSION BRUSH and 
CLEANING ROD, insert it into the CHAMBER. With a clockwise 
rotating action, withdrawing the BRUSH with the MUZZLE pointing 
up will dislodge fouling or debris which will come out with BRUSH. 

4. Using the NYLON BRUSH and FLANNELETTE, clean the inside of 
the body. 

5. Clean the BARREL with the BORE BRUSH, then use the 
PULLTHROUGH and dry clean FLANNELETTE. 

6. Examine the barrel for cleanliness. Look through the MUZZLE end 
by holding it up to the light about 150mm away from your head, 
keep both eyes open and follow the lands and grooves in the 
barrel throughout their length. If required clean the BARREL again. 

7. Carbon fouling is removed with COMBINATION TOOL SCRAPERS 
and the NYLON PAD. Wipe clean the PISTON, GAS CYLINDER 
and GAS PLUG, then lightly oil. 

8. Dry clean the whole weapon and examine it for damage etc. 

9. Lightly oil the WEAPON and MAGAZINE, but NOT the SUSAT, or if 
fitted the IRON SIGHT APERTURES and POST. 

10. Assemble the weapon and test for correct functioning. Put the 
SAFETY CATCH to FIRE (F), operate the trigger, put the 
SAFETY CATCH to SAFE (S) and check that the CHANGE 
LEVER is at ‘R’. 

11, Using NYLON BRUSH and oily swabs, clean the SUSAT 
BRACKET, ensuring that NO OIL gets on the rubber EYE PIECE 
or LENS. Dry clean the exterior and use LENS CLEANING 
CLOTHS or TISSUES to clean the LENS, lightly oil the SHOE, 
then refit the sight. 

NOTE: Should stains or scratches appear on the SUSAT LENS it must 
be reported. 
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CLEANING IN ADVERSE CONDITIONS. 


Heavy rain and damp conditions: Keep MUZZLE and SIGHT 
COVERS fitted for as long as possible. In an emergency the weapon 
can be fired with the MUZZLE COVER fitted. Inspect frequently for 
rust and remove it as normal. 

Tropical humid conditions: 

In these conditions daily care and cleaning is essential to maintain 
your weapon cleaning as already described. Special types of oil are 
issued to combat the rust that is caused by the damp. 

Extreme cold conditions: 

Carry out cleaning as normal, use oil sparingly. Special oil will be 
issued for working in low temperatures. Your MUZZLE COVER is to be 
kept on to prevent snow entering BARREL. A build up of condensation 
on the SUSAT will occur if it is covered, therefore do not fit the cover in 
these conditions. 

Dry, sandy or dusty conditions: 

Dry clean your weapon. The heat will make it sweat in the sun, clean 
off any oil that appears. Any rust that appears, clean it off leaving no oil 
on your weapon. Check your MAGAZINES by emptying them, if 
necessary, strip them and clean out any dust or sand. Remove the 
TMH and clean out any dust or sand. If practical keep MUZZLE and 
SIGHT COVERS on. Should you get sand or dust on the SUSAT 
LENS do not to rub the LENS. 


DESCRIPTION OF AMMUNITION 


It is obvious that you must be able to immediately recognise different 
types of ammunition that you will be using. Especially when you are 
filling a MAGAZINE - under pressure - with loose rounds or using a 
CHARGER. 

The weapons fire rimless 5,56mm ammunition. The manufacturers 
information is stamped on the base of each cartridge. Ammunition is 
normally supplied in cardboard cartons of 20 rounds or in bandoliers 
containing a CHARGER and 150 ROUNDS in clips of 10 ROUNDS. 


TYPES OF AMMUNITION. 
There are four types of ammunition issued, they are as follows:- 
BALL - This has a smooth brass cartridge case, a jacketed bullet 


with a GREEN TIP and percussion cap in the base. 
TRACER - Similar to BALL rounds with a GREEN & RED painted tip. 
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BLANK - A black plastic cartridge case, with a brass base, or a brass 
case, both incorporating a percussion cap in the base, there is no bullet. 
DRILL - A silver coloured grooved case, a copper jacketed bullet and 
no percussion cap. 


CARE OF AMMUNITION. 


Always look after ammunition; keep it clean, dry and free from oil, 
Never let it lie in the direct rays of the sun as this can cause 
inaccuracies when firing. 

Do NOT use a round as a tool. 

Do NOT apply pressure to the base of a round, either with a clip or 
another round. There is a possibility of detonating the percussion cap 
and thereby firing the round. 

Tampering with ammunition is dangerous and strictly forbidden. 


FUNCTIONAL FAILURES - IMMEDIATE ACTION 

If the weapon fails to fire, or stops firing carry out the IMMEDIATE 

ACTION (IA) drills. It is only with practice that these become second 

nature to you. The IA drills аге described below:- The most important 

rule is to- ALWAYS LOOK AT THE POSITION OF THE COCKING 

HANDLE. 

1. If the COCKING HANDLE is fully to the REAR, and MAGAZINE is 
EMPTY - change MAGAZINE - operate BOLT RELEASE - aim - 
test and adjust - continue firing. 

2. If the COCKING HANDLE is NOT fully to the REAR - cock the 
weapon - engage the HOLDING OPEN CATCH - look into BODY 
and CHAMBER:- 

a. If CHAMBER empty and there are ROUNDS in MAGAZINE - check 
MAGAZINE fitted correctly - operate BOLT RELEASE : re-aim - 
test and adjust - continue firing. 

b. If LIVE ROUND or EMPTY CASE is in BODY or CHAMBER - 
remove MAGAZINE - clear obstruction - replace MAGAZINE - 
operate BOLT RELEASE - re-aim - test and adjust - continue 
firing. 

3. It is important that ANY ROUND which has been involved in a 
stoppage or used as a tool, whether it appears damaged or not, is 
NOT to be loaded into a MAGAZINE or any attempt made to fire it. 
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GAS STOPPAGE. 


If after carrying out the IA the weapon fires one or two rounds and 
then stops again, and after repeating the IA the same condition 
arises:- 

1. Operate the BOLT RELEASE, put SAFETY CATCH to 'S' and using 
a ROUND or the COMBINATION TOOL - turn the GAS PLUG so 
that the PLUNGER engages the 'E' EXCESS GAS SETTING. 

2. Put SAFETY CATCH to `Р'- aim - test and adjust - continue firing. 

3. As soon as is practicable the GAS ASSEMBLY must be cleaned 
and reset to the € N (NORMAL) setting. 


FURTHER ACTION 


If an obstruction in the CHAMBER cannot be removed during the IA, or 

obstructions occur repeatedly, or the weapon will not fire after carrying 

out the IA, then:- 

1. UNLOAD the weapon - remove TMH - BOLT - BOLT CARRIER . 

2. Inspect and check EXTRACTOR - EJECTOR • RETAINING PINS = 
FIRING PIN PROTRUSION and the CHAMBER. 

3. If BOLT parts are damaged or loose, fit serviceable SPARE BOLT 
ASSEMBLY. 

4. If the obstructed CHAMBER is due to a broken/damaged 
EXTRACTOR:- Replace the BOLT with the spare assembly, cock 
the weapon to allow the EXTRACTOR to grip the base of a 
ROUND and remove the obstruction, engage the HOLDING 
OPEN CATCH and visually inspect the CHAMBER through the 
EJECTION OPENING. 
If the CHAMBER is clear, reload and operate the BOLT 
RELEASE, set the CHANGE LEVER as required, put the 
SAFETY CATCH to ‘Е, test and adjust, and continue to fire. 

If the CHAMBER does not appear to be obstructed and there are no 

damaged parts, examine the CHAMBER and if there is a SEPARATED 

CASE · refer your weapon to the armourer. 

If continued stoppages occur, the weapon should be thoroughly 

cleaned and examined. Particular attention must be paid to the parts of 

the GAS SYSTEM. 

These should be cleaned and gauged, using the COMBINATION 

TOOL SCRAPERS, after every 200 ROUNDS fired, regardless of 

satisfactory functioning of the system. 
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THE SMALL ARMS COLLIMATOR (SAC) 


The Francis Barker SACprovides a method of boresighting (zeroing) 
that can be carried out by day or night. There is no need to strip the 
weapon, saving time, ammunition and valuable range time. 

It allows you to record your zero by day or night and regain that 

zero- that is if you are sufficiently trained and skilled to use it. 
Having used the SAC, when you fire your PW/LSW with the target 
correctly sighted YOU WILL get a hit. This will have been achieved 
without having fired a shot to zero your weapon. 

The need for accuracy has become more important by the growing 
use of optical and night vision sights which are more sensitive to 
rough handling than iron sights and therefore need more frequent 
checking and setting. 

It goes without saying your weapons need to be zeroed correctly at 
all times irrespective of the duties or operations you are engaged in. 
Your ability to use the SAC is without doubt a great advantage for you 
to be confident that your weapon is correctly zeroed. Any deviation 
from the average zero position can be recorded to give a personal 
check zero position for each firer. This approach will improve 
accuracy over using an average standard reference position. 


OTHER BENEFITS 


You will be familiar with the sayings such as it must be cost 
effective, it should save time etc. Any time you are hanging about, 
waiting - especially on a Range is costly and frustrating to say the 
least. You must accept that the SAC is a piece of kit that every soldier 
who fires their PW should use as a matter of course. 
It does need treating with 
respect and using correctly, 
after which you will soon be 
aware of its great benefits. 
The consequences of having 
more time on the Range will 
create opportunities to fire 
other practices such as; firing 
from other positions; firing at a 
moving target etc,. 
There might even be time to 
organise a Pool - Bull target!. 
FITTING A SMALL ARMS COLLIMATOR TOALSW 
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CARE & HANDLING 


The Collimator, Small Arms, А115 a sealed unit and no attempt 
must be made to adjust or strip any component beyond that as 
instructed. 

The Spigot must not be damaged in any way. 


SAFETY and MAINTENANCE 


WARNING 

THIS EQUIPMENT CONTAINS A GASEOUS TAITIUM LIGHT 

SOURCE (GTLS), THEREFORE THE INSTRUCTIONS NOT TO 

ADJUST OR STRIP THE SAC WILL BE STRICTLY OBSERVED. 

IMMEDIATE ACTIONS TO BE TAKEN ON DISCOVERY OF A 

DAMAGED GTLS ARE AS FOLLOWS:- 

1. DO NOT TOUCH THE ӨТІ. 

2. DO NOT INHALE THE ESCAPING GAS. 

3. VENTILATE AND EVACUATE THE AREA. 

4. INFORM THE APPOINTED RADIATION PROTECTION 
SUPERVISOR. 

5. WASH HANDS THOROUGHLY, DO NOT USE SOAP. 

BRIEF DESCRIPTION 

The Collimator Small Arms Cased, LIA1, consists of Collimator, Small 

Arms, ЫА1, (SAC) and Confidence Checker housed in anoulded 


case for transit purposes. Also included in the case are a small pack 
of lens cleaning tissue. 


The SAC is an optical/mechanical 

instrument that comprises an anodised 

aluminium alloy casting which houses the 

optical collimator assembly in which the 

graticule pattern is contained. 

The optical collimator assembly is 
mounted to the 


upper body of the | 

device whilst the 1. Optical Collimator Aasembly 
i 2. Spigot 3. Betalight Asse 

lower body provides |4. Bumper uter" A 


a mounting for the 
sprung steel spigot. The spigot is designed to 
precisely fit the 5.56mm barrel and the forward 
end of the spigot is equipped with a bumper 
rubber to ensure correct insertion. 
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The body of the SAC also providea housing for the graticule 


itumination assembly (Betalight Assembl i А 
й у) which is required 
using an unfiltered CWS or IWS, s required when 


OPERATING INSTRUCTIONS 


In order to achieve accurate results the following procedure should 
be carried out in a prone supported firing position. It is VERY 
important that the left hand is not used to grip the hand-guard but 
should simply support the rifle. The help of a buddy is required to 
enable adjustment of the sight. 

To use the SAC proceed asfollows: 

1. Apply a light coating of oil to the shaft of the spigot. 

2. Ensure rifle is unloaded, carry out NSP normal safety precautions 
3. Adopt the prone supported firing position. 
4. Your buddy should fii the SAC by 
pushing the spigot into the rifle muzzle until 
the flash eliminator is in contact with the 
bumper rubber. You check that the graticule 
pattern is upright. Your buddy carefully 
rotates the SAC back and forth and finally 
to the upright position, this will have the 
effect of settling the spigot in the bore of the 
rifle and will result in a more accurate 
reading. 

5. If boresighting, you tell your buddy to ; УРЕ 

adjust the Sights uiii the pointer seat) ааа РОКАТ 
corresponds with the boresighting datum. 

The boresighting datum is the point where the horizontal line 9 and 

the vertical-line ł intersect as shown іп the illustration above. 

6. If simply recording a reading after 
zeroing-by live firingyou should note as 
accurately as possible the position of the 

sight pointer on the graticule pattern 
Recording Zero 

In the example on the left it shows the 

correct zero position is FS (using SUSAT) 

7. When checking zero you simply note the 
position of the pointer and if necessary ask 
your buddy to adjust the sight until the 
previously recorded setting is achieved, 
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8. it is most important that aftie sight has been adjusted the SAC 
is removed and replaced by your buddy so that you may again 
check that the sight relationship is correct. It is often the case that 
when the lock nuts on the horizontal adjustment screws of the SUSAT 
are tightened the sight moves slightly in direction. Careful checking at 
this stage will ensure an accurate result. 

9. Remove the SAC and replace in transit case. 

10. Make careful note of the graticule readings. 


Night Sights 


When using the SAC with CWS the tip of the inverted \/ on the CWS 
graticule should be used instead of the pointer and in the case of the 
IWS the top of the upper vertical bar. When operating CWS or IWS 
without the daylight filter in place it will be necessary to remove the 
Betalight assembly from its housing and screw it into the forward end 
of the optical assembly in order to illuminate the graticule. When 
carrying out boresighting or checking in dusk or equivalent conditions 
it will be necessary to shroud the sight and operate with the filter 
removed in order to discern the graticule. A poncho or shelter sheet 
draped over you and your buddy will protect the sight from the 
otherwise high light level. 


Checking Alignment 


Each SAC is equipped with a confidence checker which is carried in 
the transit case. This device enables you to carry out a simple check 
to ensure that the spigot is still correctly aligned to the 
graticule. The confidence checker consists of a shaped device 
through which two holes are drilled. The larger hole at the bottom of 
the checker will accept the SAC spigot and the smaller hole at the top 
of the checker is designed as a viewing hole. In order to check the 
alignment push the spigot 
into the larger hole of the 
checker until the device 
butts against the optical 
assembly of the SAC. 
Ensure the confidence 
checker is upright and look 
through the viewing hole. If / 
the complete circle T; 


encompassing the graticule Using the Confidence Checker with the SAC 
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pattern can be discerned the SAC alignment is correct. If it is not 
possible to discern the circle around the graticule pattern the 
complete equipment is to be handed to the unit armourer for 
checking. 

The only maintenance you are permitted to carry out on the SAC is 
limited to cleaning. 


CLEANING 


There are no special tools required. Standard lens cleaning tissue, 
contained in the case, should be used to clean the objective lens. 

If there is mud or grit on the objective lens, it should be removed with 
clean water. Soap or weak detergent may be used to remove grease 
stains or smears. 

The body of the SAC is similarly cleaned. Entrapped debris may be 
removed by loosening the dirt with a soft bristled brush. 

Total submersion of the SAC is to be avoided. 

Replacement of parts, to be carried out by Unit Armourers, is limited 
to:- 

Replacement of the Betalight Assembly. 

Replacement of the Bumper Rubber. 


SA 80 WITH SUSAT SIGHT AND FITTED WITH SMALL ARMS COLLIMATOR 


“UE / pull the trigger will the farget in my sights be hit" ? 
No, unless your sights have been properly zeroed " 
"What chance of. going on a zeroing range today” 

"Very htt chance . it’s по problem - иѕе an SAC 
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THE DAYS OF 
THE ZEROING 
TARGET 

ARE 
NUMBERED ... 


"'don't waste yourtime, 
ammo and targets - use < 
your SAC" 


НҢ THE GASO WITH SUSAT SIGHT - FITTED WITH THE SMALL ARMS COLLIMATOR | 
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AIMING WITH THE IRON SIGHT 


1, With both your eyes open identify the target and roughly align the 
weapon adjusting the body position so that the weapon points 
naturally at the target without effort. | 

2.Position yourcheek on the CHEEK PIECE sothat the eyels 
approximately 25mm from the APERTURE. f 

3.Look through the centre of the APERTURE and centralise the TIP 
of the FORESIGHT. The BACKSIGHT will be too Close to the eye 
for the adges of the aperture to be clearly seen; however a clear 
area in the centre of the aperture will be apparent. 

Ensure that the FORESIGHT is upright and clearly infocus. Keep the 
left eye open. 

4. It may be necessary to move your head slightly in order to achieve 
SIGHT ALIGNMENT; it is essential, however, once it has been 
achieved, that the position of your head remains unchanged. 

5. Maintaining this alignment, focus on the tip of the foresightlining it 
up with the target or more correctly called the POINT of AIM 
(POA), this completes the AIM PICTURE . You will find that 
when doing this the target will become blurred for a few 
moments. 

6. Check that the tip of the FORESIGHT is still in the centre of the 
aperture 

7. The adjustment of your sights can give youamore 
‘COMFORTABLEAIM PICTURE'or eye relief, you must test and 
if necessary adjust your sights with the aid of your instructor. 


This will help YOU to be consistent with your aim and improve 
your results. 


THE CORRECT 
AIM PICTURE 
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IF after GENUINE attempts you are unable to aim keeping BOTH 
EYES OPEN, you should close the left eye. The BOTH EYES 
OPEN technique is generally recommended as better with the 
IRON SIGHT. 


AIMING WITH THE SUSAT 


Look along the barrel with both eyes open, select the target and 
roughly align the weapon on the target. Look through the EYEPIECE 
with your disengaged eye, resting your eyebrow against the rubber 
EYEPIECE. 

Focus the POINTER of your sight until it is clear in your vision. Keep 
the POINTER upright, align the TIP of the POINTER with your POA - 
Point Of AIM, ensure that you have a CLEAR - CIRCULAR view 
through the SIGHT LENS. 


AIMING WITH THE EBS - EMERGENCY BATTLE SIGHT. 


As already mentioned the EBS is an integral part of the SUSAT, 
mounted on the top of the OPTICAL BODY, and that it is matched to 
the OPTICAL CENTRE during manufacture. 


Sighting View 


It is not easy to use this sight and a great deal of practice is required 
to become skilled at getting the CORRECT ALIGNMENT with the 
weapon and at the same time finding the CORRECT AIM PICTURE. 
The position of the EBS means that you have to adopt a different 


position with vour CHEEK or the EYEPIECE of the SUSAT will 
interfere with your eye when aiming. 


The ‘Rules for Aiming’ with the EBS are very Simple and are as 
follo ws;- 
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1. Look over the top of the SUSAT and roughly align the MUZZLE of 
the weapon with the target. 

2. Close your disengaged eye and look through the APERTURE 
BACKSIGHT of the EBS. 


8. Align the tip of the EBS FORESIGHT BLADE in the centre of the 
APERTURE, keeping the SIGHTS UPRIGHT. 

4. Focus on the TIP of the FORESIGHT, Align iton your POINT OF 
aim on the target at the same time maintaining the TIP of the 
FORESIGHT in the CENTRE of the APERTURE. 

NOTE: You may have difficulty in focusing and the Target may 

appear blurred and if you have your eye too far away from the 

APERTURE it will appear too small to see through. 

As already pointed out it is only with practice that you will become 

accustomed to your EBS. . If it is any consolation to you, this was the 

type of sight used with great effect by your predecessors. 


USE OF COVER - MUZZLE CLEARANCE. 


The diagram on the following page is produced to make you aware of 
the fact that your LINE of SIGHT - the dotted line - on the weaponis 
highin relation to the AXIS of the BORE of the BARREL or the 
FLIGHT PATH of the BULLET when fired. 
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Firing from behind low cover it may we be possible/essential to have 

a clear LINE of SIGHT to the target, but, at the same time have the 

FLIGHT pats of the BULLET obstructed by the covet. Obstruction 
may be less noticeable a few metres in front of the position than 
directly in front of the MUZZLE. 
It is therefore important to always be mindful of the MUZZFE 
CLEARANCE and make allowances for it when selecting a FIRE 
POSITION, at the same time consider the possible increased 
exposure to view. 


LINE OF SIGHT 


— — — > — h e > — > 


MUZZLE 
CLEARANCE 
HEIGHT 


BACK 
SIGHT >, 

AN “вишт 

" сле FLIGHT 

amt PATH 


SETTINGS & ADJUSTMENTS. 

Zeroing the Weapon The purpose of zeroing is to superimpose the 
true position of the MEAN POINT of IMPACT (MPI) on the CORRECT 
ZERO POSITION so that with the appropriate setting and use of wind 
allowance, a group of shots fired will form centrally at all of the 
ranges selected. 

To determine the true position of the MPI, you should fire a number of 
shots, not less than 20, at the same AIMING MARK and under the 
same conditions. 

You must be capable of consistently firing five rounds at 100 metres 
and achieving an average of 150mm group using the SUSAT sight or 
a 200mm group using an IRON SIGHT. It is essential for you to zero 
your own weapon for the following reasons:- 

|. Variations in your aiming. 

2. The effect of weapon jump , influenced by your physical build . 

3, The tiring position you adopt for your own comfort. 
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4. The control you have, dictated by theay you hold the weapon. 
Zeroing should be carried out:- 

1. When you are initially issued with the weapon. 

2. Before and, whenever possible, during active service. 

3. If the sights are changed. 

4. When there is any doubt of the weapons accuracy. 


ZEROING RANGE. 


The ideal range for zeroing is 100 metres, which combines clarity of 
aim with lack of wind effect. A range of 25 metres may be used if a 100 
metre range is not available. 


CORRECT ZERO POSITION (CZP) 


The correct positions of the MPI in relation to the POINT of AIM (POA) 
at 100 metres and at 25 metres, with sight settings shown are as 
below:- 


Type of Sight CZP - SA80 & LSW 
100 metres [25 metres 


If the MPI obtained does not coincide with the CZP given above, then 
the sights of the weapon require adjustment. 


АЧ TARGET 
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SIGHT ADJUSTMENT 


The sights of the weapon are adjustable for elevation and for 


direction. The Combination Tool should be used to make these 
adjustments. 


ELEVATION - see diagram below 


To move the MPI up, turn the VERTICAL ADJUSTMENT NUT in the 
direction indicated by the arrow marked U. To move the MPI down 
turn the ADJUSTER in the direction indicated by arrow 'D'. 


Adjuetment 
Screw 
(Zeroing Only} 


BACK VIEW 
Vertical Adjustment 


OF 


screw {Zeroing only) SIGHT 


А ant ————-——_ 
ge ИДИП m 
iue 
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One graduat 
on Move, 2 
Metres or 50mm at 1 00. ы кыл approximately 13mm vertically at 25 
DIREC TION. 


Te move the MPI to the Јал 
f, loosen the LOCK-NUT and turn th 
HORIZONTAL ADJUSTER SCREW in the direction as shown by the 


arrow 'L' asillustrated in the diagram on the previous page. 

To move the MP} to the right turn the ADJUSTER as shown by the 
arrow 'R' -on the opposite side of the SIGHT BASE. 
When the required adjustment has been made, turn the opposite 
ADJUSTMENT SCREW against the direction of its arrow, then tighten 
the LOCK-NUTS. 


One graduation moves the MPI approximately 13mm horizontally at25 
metres or 56mm at 100 metres. 


IRON SIGHT 


ELEVATION. To move the MPI up, depress the LOCKING PLUNGER 
onthe FORESIGHT, using the COMBINATION TOOL, then rotate the 
VERTICAL ADJUSTMENT SCREW in the direction as indicated by 
{he arrow \), To move the MPY down, turn the SCREW In the 
direction of arrow 'D'. One graduation will raise of lower the МР 
approximately 13mm at 25 metres or 50mm at 100 metres. 
DIRECTION. To move the MPI to 
the left, depress the LOCKING 
PLUNGER on the HORIZONTAL 
ADJUSTMENT SCREW, using the 
COMBINATION TOOL, turn the 
screw in the direction as indicated 
by the arrow L. 
To move the МР! to the right turn 
the screw in the opposite direction. 
One graduation moves the MPI 
horizontally approximately 13mm 


at 25 metres or 50mm at 100 
metres. 
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EYE RELIEF ADJUST- SUSAT Sight 
MENT. 

To adjust ener the SUSAT or 
the JRON SIGHT to obtain 
the CORRECT EYE RELIEF 
carry out the tollowing:- 

1. Loosen the CLAMPING 
NUTS/SCREWS. 

2. Operate the LIFTING PLATE 
(SUSAT), or unscrew the 
RETENTION STUD (IRON 
SIGHT), and slide the 
SIGHT forward or backward 
as required. 

3. Adjust the SIGHT so that the 
RETENTION STUD is 
located in the hole in the 
SIGHT RAIL that gives you 
the best possible EYE 
RELIEF. 

4. Tighten the CLAMPING 
NUTS/SCREWS. 

5. OptimumEYE RELIEF is 
achieved bymoving the 
position of your head. 
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FIRE CONTROL 


Asa Aleman in action 
You would normally cany six full magazines, 
оле 0n your weapon and five in pouches. You would also be carrying a 

bandoler containing 150 rounds which is worn stung over your 
equipment. It s used to re-supply the LSW orto refill your own 
magazines during a lull in operations. 
You may also be issued with TRACER ROUNDS for use with the LSW 
or used for target indication. It is important to always keep in mind the 
conservation of all supplies, especially ammunition. The high rates of 
fire that are possible must be strictly controlled at all times. 
This can be achieved by good Fire Discipline and Fire Control Orders 
indicating the types of fire to be used in battle. 


DESCRIPTION OF TYPES OF FIRE. 
DELIBERATE. 
A slow rate of fire not more than 10 rounds per minute- The order 
usually given after the FIRE FIGHT is won to prevent the €nemy 
returning accurate fire, or from observing your dispositionsormoving 
tromtheir ownpositions. Always count the rounds You fire to know how 
many you have left in your magazine- " : 
The FIRE ORDER will be on the assumption you're “READY”, been 

iven the RANGE, and TARGET INDICATED; is -"FIRE". 

hen ordered to STOP, SAFETY CATCH to S, change MAGAZINE 
if necessary, adopt ALERT position, observe, await further orders. If 
ordered - GO ON , put your SAFETY CATCH to 'F' and carry on 
firing. 
SNAP SHOOTING. 
This isshooting when a target appears for just a short time. If you are a 
skilled shot you should get off two accurate shots at the target. 
The FIRE ORDER - as you are awaiting the appearance of the target - 
will be ~ WATCH and SHOOT. 
When given the command STOP and GO ỌN" Your actions are as 
for DELIBERATE SHOOTING 
RAPID FIRE. 
Principally used in order to WIN the FIRE FIGHT" or when any number 
of the enemy are attacking your position. It is not wildly firing at 
random, but carefully aimed shots to makes every one count, Firing 
must be Strictly controlled to ensure that no more ammunition 
'S used than necessary to achieve the desired result. 


281 


SKILL АТ ARMS 


You should, provided you are a skilled soldier, be able to get off 20 
well aimed shots in a minute at several targets. 

With RAPID FIRE practice you should develop a rhythm of operation 
with your weapon, this in turn will help with your breathing control, 
correct aim, holding and trigger operation. Your “follow through” will be 
carried out as a natural and correct sequence. 

With practice, shallow breaths between shots during RAPID FIRE and 
breath restraint can result in being able to ‘get off two or three shots. 
Care should be exercised not to cause undue strain. 

The FIRE ORDER after, the RANGE and TARGET has been 
indicated, is in two parts: RAPID - FIRE - опе after the other. 

Оп the command RAPID check CHANGE LEVER is at `A” and aim 
at target. 

On the command FIRE , you fire as fast as possible with well aimed 
accurate shots, moving from one target to another as each one falls. 
Continue to fire until there are no targets to fire at or you given the 
order to STOP, 

Counting the rounds and changing MAGAZINES must be carried out 
as for DELIBERATE FIRE. 

After continuous fire, allow the weapon to cool at any a lull in the firing 
by COCKING it, and engaging the HOLDING OPEN CATCH, thus 
clearing the breech, allowing air to circulate. If you didn t catch the 
ejected ROUND - clean it - and put it in your pouch or a magazine. If 
ordered to "GO ON”, operate the BOLT RELEASE and continue to fire. 


AUTOMATIC FIRE. 


Used mostly in close quarters battle, especially during the final stages 
of an assault, or springing an ambush, or when faced by a mass 
attack. Used to great effect in house clearing, clearing trenches 
bunkers and woodlands. It is the responsibility of your Section 
Commander to decide on the rate/volume of fire - dependent upon the 
ammunition available. You are also to use your initiative in the effective 
use and conservation of ammunition. 

The FIRE ORDER given will be BURSTS - RAPID - FIRE. On the 
command BURSTS the CHANGE LEVER is set to `A’ and on 

FIRE , fire in short burst of two to three rounds. 


The actions you carry out on the order: STOP and GO ON are the 
same as for RAPID firing. 
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FIGHTING at CLOSE QUARTERS 

ts Crossingyour front Undero j m 

majority of shots fired wil) be against movi x oir ordo щы 

Proportion of them wil be crossi he cel her ie" 
й ) Wil 08 crossing your front. The target they present 
will move quickly fromcover to cover, with the least amount of 

exposure for the shortest possible time. You must devequick 
reactions and anticipate the moves that the enemy will make. 

This coupled with the ability o develop techniques to "ouwit" and 

engage the enemy, making every round count. 

While moving across close country or through anurban areayou will 

often be adopting different positions to fire from, standing, kneeling, 

sitting or lying. 

This will test your ability to react quickly and fire aceuratelyundersuch 

conditions when engaging a moving target. Again, it will only be with 

constant practice that you will develop the skills required and to 

maintain a high state of readiness. 


Making allowances for a Crossing Target. 


When you fire at a moving target its movement continues across your 
front during the time it takes the bullet to reach it. An allowance forthis 
must be made by you aiming off in front of the target. If you don't the 
shots will miss by passing behind it. 

Aiming in front so as to make allowances for the movement of the 
target is known as the LEAD. 

Depending upon the speed at which the target is moving, will be the 
amount of LEAD that you will have to allow to make a hit. To make it 
more difficult - the target may be moving obliquely - at a angle across 
your front. 

All that can be offered to you in this case is - only with practice at such 
a target will you be able to develop the right touch or technique when 
firing at moving targets. 

Obviously targets at longer ranges are much more difficult to hit. 
Should you be using an IRON SIGHT with the a target beyond 300 
metres you will need to aim higher than normal. If you are usi 


a SUSAT sightyou will need tincrease the range setting, while 
maintaining the normal elevation. 


Firingat Targe 
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METHODS OFENGAGING DIRECT & OBLIQUE 
CROSSING TARGETS. 


As previously explained, crossing targets are successfully hit when the 
correct amount of LEAD has been taken into consideration and your 
POINT of AIM has been adjusted and applied to the target. 


There are several methods used for engaging moving targets they are 
explained below:- 


The BASIC Method 


Aim behind the target, swing through the target to the leading edge 
as in the illustration above. Do not check the swing, open fire and if 
required increase or decrease the LEAD while firing several shots, 
continue to fire until the target is hit or disappears. 


The AMBUSH Method 


Used when it is difficult to follow or swing with the target, especially 
when you are in the prone or sitting position with perhaps both elbows 
rested. You select a POINT OF AIM on its anticipated route, ahead of 
the target, come into the aim, wait for the target to appear, start firing 
just before the target reaches your selected POA. Continue until it is 
Л, ji i ar that 1 "i ; 
case Ihe ardet has moved ahead of your POA ih ӨЙЕР Wohl Ven 
need more practice!! 
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The SHOT GUN Method 


Favoured by those who are experienced and successful ‘poachers’. 
Under operational conditions very often there is not time nor space to 
use your sights, therefore with BOTH EYES open, look only at the 
TARGET, keep your head up, left hand gripping firmly and well 
forward, weapon pointing naturally at the target -'FIRE'- all in one 
action. Speed and accuracy are the basis of this technique, which can 
be very effective up to 150 metres. 


FIRING BURSTS. 

\n certain situations automatic fire can be very effective. In situations 

such as ambushes, house clearing and night fighting, When operating 

in theseconditions and in anticipation of action your CHANGE LEVER 

would be sett ‘A’ 

Normally and in fact the most accurate position is to fire from the 

shoulder. 

You Can obviously fire your weapon in any position provided it is held 

correctly, youare comfortable with it and you get the right results. 

Remember- 

1. With the Rifle it has a tendency to ‘climb’ as you fire a burst, 
therefore - AIM LOWER, it might be better to get off several well 
aimed shots. 

2. If firing BURSTS , remember, SHORT BURSTS - of TWO or 
THREE rounds. 

3.Don't get caught out with an empty MAGAZINE - change it. 

4.DON'T attempt to fire from the HIP • you will become a casualty 
through the COCKING HANDLE hitting your RIGHT ARM. 


"DON'T WASTE AMMUNITION - SOMEONE HAS TO CARRY/T” 
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SA 804 LSW TRAINING TESTS 
PURPOSE OF TRAINING TESTS 
You have to be fully trained and highly skilled with your personal 
weapons at all times. It is only with practice that you will attain a high 
standard and only with regular practicethat you wiif maintain those pigh 
standards and pass your Annual Personal Weapons Test firdime, 
Don't miss any opportunity to take part in firing practices it will help you 
to achieve this aim. 
These tests will enable your instructors to assess your safety 
standards, handling andapplication of fire with both weapons. vou 
are required to be regularly tested under a variety of conditions. This 
will give your examiners a good measure of how well you have been 
trained. 
The tests are used to assess your standards with either the Rifle or 
the LSW, itisnot necessary for you to be tested on both weapons. 


TEST No 1 SAFETY 
Conditions. The weapon will be laid on the ground, with а 


MAGAZI NE fitted, LOADED, SAFETY CATCH NOT APPLIED the 
CHANGE LEVER at 'R' will be told to PICK UP the rifle, you should: 
pick up the weapon, put the SAFETY CATCH to S, 

take off the MAGAZINE and check that there is no ROUND in the 

CHAMBER. You will then be told to hand it to the examiner. When 

doing so you must carry out the following:- 

1. Pick it up with the MUZZLE POINTING in a SAFE direction. 

2. Check that the 

SAFETY CATCH їо ‘$’. 

3. Cock weapon, operate the HOLDING OPEN CATCH, check it 
yourself, then show - prove it to the examiner, that the BODY, 
CHAMBER and BOLT FACE are clear. EASE SPRINGS, and 
hand over the weapon to the examiner. 

ASSESSMENT. 

You will ONLY Pass this test if you carry out ALL the safety 

precautions and actions correctly. 
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TEST No 2 PREPARATION FOR FIRING- CLEANING 
Conditions; Weapon with MAGAZINE. Cleaning Tool Roll, 
Flannelette and Oil. 

1, Stripthe weapon - including the SLING- as you have been taught 

Hor daily cleaning. 

2. Dry clean the whole of the weapon, 

looking out for any damage. 

3. Lightly oil the WORKING SURFACES of the BOLT, GUIDE RODS 
and CAM STUD. 

4. Put the weapons together and test that it functions correctly. 

5. Re - fit the sling. 

ASSESSMENT 

Standards: The main purpose is to test your ability to strip and 

assemble the weapon correctly. No time limit is set for this test. Skilled 

- ир to two mistakes made. Average - three or four mistakes made. Fail 

- over four mistakes. You will only pass this test if NO mistakes are 

made that affect SAFETY PRECAUTIONS or ACTIONS. 


TEST No 3 MAGAZINE FILLING - this I$ a timed test, 

Conditions: MAGAZINE CHARGER, MAGAZINE. and 3ROUNDS 

in clips On the order GO, using an EMPTY MAGAZINE, you will filjit 

with 30 ROUNDS. 

a. Filling by using the CHARGER. 

b. Filling by HAND. 

Leave the MAGAZINE filled ready for the next test. 

ASSESSMENT. 

a. Standards: With the CHARGER. Skilled = 20 sec. Average - 2110 30 


sec. Fail - over 30 sec. b. By HAND. Skilled - 60 seconds or less. 
Average - 61 to 75 sec. Fail - over 75 sec. 


TEST № 4 LoaniNG • STANDING POSITION + а timed test 
Conditions. Put ONE FULL MAGAZINE in a fastened POUCH. On 
the order LOAD , timing will commence until you have completed the 
LOAD. Your POUCH must be FASTENED - the time taken to do this is 
NOT included in the time limit. 

ASSESSMENT. 

Standards 1. SKILLED • 10 seconds or less. AVERAGE -11to015 
seconds, FAIL - over 15 seconds. 2. TWO SECONDS will be added to 
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your total time for each mistake. You will only pass this test if NO 
mistakes are made that affect SAFETY PRECAUTIONS or ACTIONS. 
NOTE: Theweapon is left LOADED ready for the next test. 


TEST No 5 GAS STOPPAGE & IMMEDIATE ACTIONS (IA’s) 
Conditions: This test is only concerned with 1А'з and GAS 
STOPPAGES. NO time limit, but all actions must be carried out 
correctly and efficiently . 

1, Using the LOADED weapon from the previous test, the order given 
will be :- Down - Ready - Test and Adjust - Rapid Fire . 

2. Order weapon firing alright - weapon stops , you examine position 
of the COCKING HANDLE. Order given “Not fully to the rear, on 
examination of the BODY and CHAMBER, Order ROUNDS in 
MAGAZINE, CHAMBER clear. You will be allowed to complete 
the drill and fire, Then given the order weapon fires one or two 
ROUNDS and stops again + NOT fully to the rear? “ROUNDS in 
the MAGAZINE, CHAMBER clear. 

3. You should operate the BOLT RELEASE, apply the SAFETY 
CATCH and using the COMBINATION TOOL, adjust the GAS 
REGULATOR. 

4. The test is not complete until the SAFETY CATCH is set at Е, the 
weapon re-aimed and the TRIGGER operated. 

5. You will then be given the order STOP . 

ASSESSMENT 

1. Standards: Skilled - All actions correct. Average - One or two 

mistakes. Fail more than two mistakes. 

2. You will only pass this test if NO mistakes are made that affect 

SAFETY PRECAUTIONS or ACTIONS. 


TEST No 6 UNLOADING - LYING POSITION - a timed test. 
Conditions: Following the previous test you will stillbeintheLYING 
POSITION, LOADED and READY. The test wilstart whenyou are 
erderedto"UNLOAD". Timing will be from the order “UNLOAD” 
until you have finished the UNL OA D. When finished, stand up, collect 


ы пева Б ОСМО, inspect it and put it back in the MAGAZINE. 
asten your -tim ‚ д 
in the tine limit, е taken to fasten your pouch is not included 
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ASSESSMENT. 
1 Standards: Skilled 12 seconds or less. Average - 13 to 18 seconds, 
Fail = over 18 seconds. 
2.TWO seconds will be added to your time for each mistake made. 
3. Youwill only pass this test if NO mistakes are made that affect 
SAFETY PRECAUTIONS or ACTIONS. 


TEST No 7 APPLICATION OF FIRE 

Conditions: Using a figure target, your examiner will ask you to 

indicate on the target where your POI (POINT OF AIM) would be, as a 

result of two different questions he asks you relating to AIMING OFF 

FOR WIND at different strengths and ranges, and a third question on 

firing at a target crossing your front. 

Examples of the questions are set out below:- 

Question 1. 

a. A fresh wind is blowing from Right to Left, the distance to the target 
is - 200 m, indicata your POA. 

b. A strong wind is blowing from Left to Right. The distance to the 
target is - 200 m, indicate your POA. 

Question 2. 

a. A strong wind is blowing from Right to Left. The distance to the 
Target is + 300 m, indicate your POA 

b. A fresh wind is blowing from Right to Left, the distance to the Target 
is “300 m, indicate your POA. 

Question 3. 

As these tests can involve aiming off the target area, you MAY have a 

second target to use for your POA indication. 

a. Aiming at a Crossing Target, using the BASIC method, the distance 
to the target - 250 m, target walking. 

b. Aiming at a Crossing Target, using the AMBUSH method, the 
distance to the target is - 80 m, target -runningstowly. 

ASSESSMENT. 

Standards: Skilled - All correct. Average - two correct answers. Fail = 

Less than two correct answers. 


REMEMBER - PRACTICE MAKES PERFECT. 


Study these TRAINING TESTS, get them off ‘word perfect’, and then 
pitch your training to meet the needs of the tests. 


289 


SKILL АТ ARMS 


COMPETITION/SPORT SHOOTING 
Target Shooting is one of the very few sports that youareableto 
keep up throughout your life. After your time in the Army, Territorial 
Army OF in fact any of the Services there are many Rifle Clubs 
throughout the country which you could join. 
If you have been a good shot don t discard the skill, there are Plenty 
of clubs and other organisations, especially the uniformed Youth 
organisations who would be glad to have your help, there is always 
something to look forward to with shooting. 
|t must be remembered that the success of most things we do, be it our 
job of work, a chore, a sport or a hobby, invariably goes to those who 
are bothkeen and determined to do what ever itis to the best or heir 
ability. 
This especially applies to shooting, where the amount of care and 
practice you have is directly related to the results you achieve. No 
special skills are required, just keenness, practice and perseverance 
will bring you the rewards. 
Competitions have always been used by the Army as a means of 
improving the standard of Marksmanship. The Boer War taught vsa 
lesson in the neetb have accurate riflemen in the face of 
overwhelming odds, as a consequence a period of feverish activity 
took place when Competition Shooting was the order of the day . 
The reputation the British soldiers had for their high standard of 
marksmanship during the initial fighting of the 1914-1 8 war, due to the 
continuous programme of Shooting Competitions that our regular and 
volunteer troops had taken part in prior to the war. 
This standard of training was not maintained, as the newly arrived 
troops did not have time to be fully trained before being committed to 
battle. When they came out of the line for R&R, those that were able, 
took part in shooting competitions to improve their skills. 
Competitive shooting makes a valuable contribution as an integral part 
of your marksmanship training. If you are to keep up your standards in 
order to pass your Annual Personal Weapons Test (APWT), it makes 
good sense to get all the practice you can, what better way is there 
than holding down a place in your unit shooting team. 
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Thereasonbeing that many ofthe shooting principles generally 
apply equally to both Shooting as a Sport and Qualification / 
Operational Firing, because of this you may feel that they are both 

mixed up together. 

The basic skills required are very much the same, but applied for а 
different purpose, we make no apologiesbout this, just ask youto 
bear if inmind throughout this Shooting Section. 

We need to say at this juncture that no units have an unrestricted 
supply of ammunition, and point out that it is just as much credit for 

you to be a Marksman with a .22 weapon as it is with the GPMG or 
the SA80, in the context of maintaining your skill as a marksman. 

What is important is for everyone to make good use of what range 
allocations and ammunition you do have available, for as many as 
possible to have the chance to take part in shooting on a regular basis. 
It follows that if an opportunity presents itself to do some firing take 
every advantage of it to maintain and improve your own standards. 
Perhaps the greatest difference between Shooting as a Sport and 

Qualifying/Operational Firing is that you have to be physically fit to 
carry out Qualifying/Operational firing practices, as they involve 
practicos running down the range or tactical firing on ETR l'anges or 
Close Quarters Battle Ranges (CQBR). 

Under the stress of firing in battle conditions, it is recognised that your 
shooting becomes erratic and below normal standards, not very good 
at a time when it needs to be well on target . This form of stress can 
not be reproduced in normal training, but if you are a member of a 
team who get into a top competition , then the pressure will be on . 
This provides a similar reaction to that of stress, and when you get 
down to fire ‘shoulder to shoulder’, you will quickly learn what 
competition stress is all about. 

The training you have to combat the stress factor should be to 

develop your personal skills in the determination to win as a member 
of the team. To build your self discipline giving you confidence in your 
own and the weapons ability and the concentration to bring it all 
together at the right time. 

If you area Recruit- a word of warningdon’t be put-off if at first 

you dont get a reasonable result. You must stick at it. ast is more 
than ever necessary in shooting. The reason being that your score 
suffers directly by the errors you make, there is no second chance, 
the mistake younake you pay for right away. 

If you make less mistakes than tothers- you will win. 
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Hopefully, this Skill at Arms section dealing with shooting will help 
you to:- 

1. Think positively about your training and what you could do to 
improve it. 

2. Give you information and ideas for you to apply in your own 
training. 

3. Improve your results, giving you more confidence in your ability. 
4. Arouse your interest in pursuit of better results. 

5. To pass on your skills to others who may be just starting to shoot. 
6. Respect the patience and interest others have given to train you, 
and meet their expectations of you in return. 

Once you start to improve = nothing will hold you back - only you can 
make the choice. 

Don’t missa chance to have a practice shoot, no matter what type of 
weapon or range - PRACTICE MAKES PERFECT. 


PERSONAL QUALITIES. 


It is within the ability of almost anyone to become a good shot, provided 
they are ‘mentally’ and ‘physically’ fit. Mental Fitness -because it is to a 
reat extent the mental control thatis required once you have learned 
the skills needed. The determination and keenness to succeed relies 
on Mental Fitness. 
Physical Fitness in this context, is the need to have those parts of the 
body working sufficiently well to hold, sight and fire the weapon 
accurately. 
Many firers find out = for the first time = that their eyesight is not as 
good as they imagined, have yours checked atregular intervals. 
You will be constantly told that "your ability to shoot well depends 
entirely upon being able to GROUP TIGHTLY" orvou musthave a 
good GROUPING capacity . 
To explain this, imagine that perhaps the ideal method cholding and 
firing a weapon might be to have it clamped firmly in some device on 
the firing point - so as it cannot move, load and fire it at a target 100 
metres away. 
You may not believe it, but a weapon fired under these ideal 
conditions would not put all the shots through the same hole inthe 
bh dae would produce shots spread out in a “GROUP”, 
ig not з ste at you can hold your wi as fi as 
device, but firstly itis essential toleam to ation! when in be Ma 
lying position. The techniques and skills are баай with later. 
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DIAGRAM OF A 4ft TARGET ILLUSTRATING A "GROUP" 


A” GROUP” 
OF SHOTS 


You will have been taught by your instructors how teandiethe 
weapons SAFELY and to master the basic skills. Once youare — 
qualified in these skills, then you will start to be given the trainingin 
some depth bycoaching you for marksmanshipduring live firing 
practices. Your coach will modify the techniques to suit your individual 
needs. 
You will find that until you are able to achieve a satisfactory 
GROUPING CAPACITY , you will not be allowed to progress on to 
other practices. 
During your service the same will apply when taking your Annual 
Personal Weapon Test, if you are unable to group correctly, you will 
have to undergo remedial shooting training. 
Your first objective must be to attempt to fire a group of five shots; 
having done this the second must be to concentrate on reducing the 
size (spread) of the shots in your first group, no matter how good it 
was, to an even smaller size. 
On a 22 range of 25 metres should be firing а 1" group, once you have 
mastered this by getting it central on the target, then you are on your 
way. 

GROUPING IS THE FOUNDATION OFALL GOODSHOOTING- 
UNLESS OR UNTIL YOU ARE ABLE TO ACHIEVE THEQUIRED 
STANDARDS, IT IS DOUBTFUL WHETHER OR NOT YOU WILL 
EVER BECOMEA MARKSMAN, 
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GOING ON THE RANGE. 


Every Range has their own set of Range Standing Orders, controlling 
all aspects of safety for those using the Range and the public at large. 
It is the responsibility of all units and personnel using the range to 
familiarise themselves with the range Orders. 
Ignorance of Standing Orders is no defence, The most important action 
when first arriving in the vicinity of the Firing Point is that Safety Dritls 
are carried out. 
You will be inspected + your pockets and all personal equipment, 
webbing etc., will be checked to make sure that no DRILL 
ROUNDS are brought onto the Range. 
Likewise, when finishing on the range for the day and just before you 
leave, you will be inspected again for any live ammunition or empty 
cases -even if you have been on the range in support of those firing as 
a working party. 
At the actual time of your inspection by the Range Officer or Instructor 
you will make the following declaration to them, saying:- NO LIVE 
ROUNDS OR EMPTY CASES IN MY POSSESSION, - SIR (that is 
assuming you DO NOT have any live rounds or empty cases lurking in 
your pouches - if you do - NOW is the time to produce them). 
These and other Range Rules apply equally to all personnel on the 
Range, you will see your instructors and officers inspect each other in 
your presence. 
MARKSMANSHIP PRINCIPLES. 
The Definition of a Good Shot -What is Essential? 
"To fire a shot without it disturbing your aim . To achieve this:- 
1. Your FIRING POSITION and the HOLD you have must be FIRM 
ENOUGH to SUPPORT the weapon. 
2. The weapon must point naturally in the direction of the target, without 
any undue physical effort. 
3. The alignment of your sights and aiming must be correct. 
4. You control the rhythm of your breathing and operate the trigger 
correctly. 
5. The shot will be fired and followed through without undue movement 
disturbing your aim. 
You must learn these Marksmanship Principles, until they become 
firmly established in your mind. The application of themdemands great 


concentration оп your part, this combined with the determinationto be 
aMarksman will ensure success. 
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LYING POSITION and HOLDING. 


You must develop the control you have over HOLDING the weapon, 
to keepit steady. This is the foundation upon which to carry out the 
other activities, Viz BREATHING, AIMING, TRIGGER OPERATION, 
FOLLOW THROUGH. 
Only when you have mastered the correct HOLDING will you start to 
improve upon your results. GET THE BASIC S RIGHT - FIRST. 


THE LYING POSITION. 

The lying position is the basic shooting position as it gives the firer the 

best support for the weapon, it is least tiring and presents the smallest 
image as a target to the enemy. 

To maintain steadiness and be able to achieve a perfect hold, the first 

essential is that you are comfortable and feel that your weapon is a 
part of you. The importance of this cannot be over emphasised. 

The position to be adopted on the ground, is with your body slightly 
oblique to the line of fire from which you are able to achieve the 
CORRECT AIM in the shortest time. 

When getting on the ground hold the PISTOL GRIP with the Right 
hand, lie down, broaking your fall with tho LEFT hand, keep the 
weapon parallel to the ground, make sure that no dirt get into the 
MUZZLE. 

When you are down on the ground, tilt the weapon to the right, and 
support it by placing your LEFT hand under the HAND GUARD across 
the palm of your hand and hold with your fingers together. The grip 
should be no more than a stable platform for the weapon. NO attempt 
should be made to grip the HAND GUARD tightly or pull it backwards 
with the left hand. The position should be one of support. 

The LEFTelbow is positioned as close as possible • in a comfortable 
position - to a point as near as possible, directly below the weapon. 
This position is intended to support the weight of the weapon on the 
bone of the arm, rather than using your muscular effort to support and 
hold it - which can t be sustained for very long. 
You must be aware that this may produce a strained position which is 
not comfortable for you, if so, you will not produce your best results, 
therefore adopt a comfortable position within the constraints of the 
correct hold. 


295 


SKILL AT ARMS 


GET AND STAY COMFORTABLE. 


The BUTT should be in a position against the muscle between the 
shoulder joint and the lower edge of your collar bone - it should not 
come into contact with the bone itself. 

Your RIGHT hand is the controlling hand and is the most important 
factor in good shooting. It should be high up on the PISTOL GRIP, 
with the web of the skin between thumb and forefinger positioned at 
the back of the PISTOL GRIP. 

The grip must be firm, pulling back into the shoulder, but take care 
NOT to twist the weapon causing the SIGHTS not to be upright. 

The first joint of your forefinger should be naturally on the TRIGGER. 
The position of the RIGHT ELBOW is determined after taking the 
correct grip with your hand on the PISTOL GRIP. Your elbow also 
helps to keep your right shoulder in the correct position all the time. 
Your body should be slightly at a angle to the "line of fire and your 
muscles in a relaxed state. 

As you may not be accustomed to regular visits to the range, you 
may find it difficult to relax as there is always a certain amount of 
excitement in shooting. However spite of this it is a part of the Self 
Discipline that you will need to master every time you get down to 
fire, ВЕ - COOL - CALM, and COLLECT your THOUGHTS. 

Your LEFT leg should be in line with your body, your RiGHT leg is 
positioned to form a continuation of the line of fire. Relax your leg 
muscles and turn your toesoutwards with your heels on the ground. 
This position gives you theaximum amount of contact between 
your body and the ground, affording the most comfortable position. 
This often puts extra pressure on your chest in contact with the 
ground. 

It can affect your breathing rhythm and you may feel that it restricts 
your breathing. If this is so, bend your right knee and bring your leg 
Up slightly. This wilkaise the right side of your body just enough to 
make your breathing easier. 

Keep your head in an upright position, this is it s natural position used 
instinctively to maintain your sense of balance, and to correctly 
position your eyes immediately behind the sights. 

Don t press your cheek hard against the CHEEK PIECE of the BUTT. 
Rest it lightly in a position that is comfortable and that you can keep 
for the time you are firing a practice. Don t get your eye too near to 
the BACK stGHT. The distance should never be LESS than 25mm 
away. 
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AUTOMATIC ALIGNMENT WITH THE TARGET. 


The Marksmanship Principle - “that requires the rifle to point naturally 
at the target needs little explanation as you will know how to adopt the 
correct firing position, but, if you are in a position that you have to strain 
even the smallest muscle to achieve the CORRECT AIM PICTURE it 
can affect your results. 

At the moment you fire your weapon it will move against or be affected 
by that ‘small muscle strain’. This strain is in force at the very moment 
you fire, in fact before the round leaves the MUZZLE of the weapon, 
the weapon will move against this strain and as a result your correct 
aim will be off and your results affected. 

On firing it cannot be helped that your weapon will move, but natural 
alignment will go a long way to ensure that the movement is kept to a 
minimum. 

Once you have had some experience of firing it will become easier for 
you to get into a correctly aligned position each time you fire. Until that 
time arrives you will have to practice testing and adjusting until you 
find the most comfortable position . 

A useful tip to help find a comfortable position is to shut your eyes and 
come up into the aim. As your eyes are shut you will instinctively adopt 
the most comfortable stance. 

On opening your eyes, the AIM PICTURE should be on or very near 
the POINT OF AIM (POA) you had. If not your position should be 
altered. 

Other ways to adjust your position are as follows:- 

Aim at the target and then relax your hold. You should not notice any 
great change in your aim. 

If there is, then it is an indication that you need to adjust your position. 
If you need to correct lateral - LEFT to RIGHT errors. Keep your left 
elbow still, move your body slightly to the LEFT or RIGHT into the error 
as required. 

To correct VERTICAL errors, keep BOTH your elbows still, and lift 
your body slightly forward or backwards - into the error - as required. 
Keep your BUTT in the same position in your shoulder, 

The more you practice, it will become second nature to 

automatically adopt the correct position without a great deal of 
adjustment, but you should still go through this procedure every time 
you get down to fire. 
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SIGHT ALIGNMENT - AIMING 


The CORRECT AIM PICTURE requires several different actions to 
be carefully coordinated at the same time, not just once, but time 
after time using exactly the same formula on each occasion. It is a lot 
to ask of our human make up to perform this, that is why you have to 
practice and have the patience to develop the skill. 


Aperture 


To achieve this CORRECT AIM PICTURE you have to align:- 

1. Your EYE. 

2. The CENTRE of the APERTURE BACKSIGHT. 

3. The CENTRAL POINT of the TIP of the FORESIGHT. 

4. Place the sights - so aligned on the POINT of aim on the target. 
See diagram above. 

The correct focusing of your eyesight is essential to carry out the 
aiming. It is important to understand that you are asking your eyes to 
focus ontwo objects at different distances both atthe sametime. 
The objects are the TARGET, or the TIP of the FORESIGHT. 


FORESIGHT. 

The critical part of SIGHT ALIGNMENT is the connection between 
the BACK SIGHT APERTURE and the FORESIGHTAny errors you 
make aremultiplied in proportion to the range of the target, so it is 
most important to make sure that the FORESIGHT is in 

clear focus at the moment of ‘SHOT RELEASE’. 

The tendency is to focusn the target and in so doing draw your 
attention away from the connection there should be between the 


FORESIGHT and the APERTURE BACKSIGHT. Witufficient 


practice and experience your еуі! automatically line ийе 
Cenireof the APERTURE in the BACKSIGHT, BUT, don'tget carried 
away by thinking this does not need regular practice and 


concentration = itdoes!. 
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CHARACTERISTICS OF THE WEAPON. 


Particularly in Competitive shooting, the ability to fire your weapon 
and for it to produce a GROUP of shots within a certain specified 
maximum area, is the essential requirement for you and усиг weapon 
to achieve . 

You have to have complete confidence, not only in yourown 
capability, but also your weapons ability to achieve this goal. Once 
this confidence is achieved the weapon becomes an extension of 
your body. 


TESTING YOUR INDIVIDUAL WEAPON. 


A short range is better to test weapons, 30 or 100 metres - they are 
not affected by errors due to the wind. Check that the weapon You 
are about to use is in fact your weapon . 
Ensure that the Barrel and CHAMBER are dry cleaned for firing. 
Check that the weapon is functioning correctly, and if appropriate, that 
the magazine is correctly filled. 
A Grouping Practice of five or more rounds should then be fired at any 
type of target having an easily defined Aiming Mark. 
Should you make a faulty shot, this should be declared to your coach. 
Weapons of the same type often have slight variations when fired,also 
the weather conditions, wind etc, may have to be taken into 
consideration as it can effect how your weapon fires. With practice 
under a variety of conditions, you will get to know how your weapon 
performs and become accustomed to its own characteristics. 
Having spent considerable time with your weapon and come to terms 
with it and the results you are able to jointly produce, what now can be 
done to improve your results?. 
You must develop the control you have over HOLDING the weapon, to 
keep it steady. 
This is the foundation upon which to carry out the other activities, Viz: 
BREATHING, A/MING, TRIGGER OPERATION, and FOLLOW 
THROUGH. 
Only when you have mastered the correct HOLDING will youstart to 
improve upon your results. 

GET THE BASICS RIGHT - FIRST, 
Youwill also find out thatthe benefits of good holding willbecomemore 
apparentwhen You are firing Rapid and Snap shooting practices. 
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CONTROL OF BREATHING. 


We allbreathe naturally ata steady rate with very little change in the 
rate of the number dfreaths we take per minute, it has a natural 
rhythm - that is UNLESS we do something to upset it and it takes very 
little to do just that. 

Operational Shooting Practices invariably involve running down the 
range. You will experience that when you are out of breath - no matter 
how fit you are -that it is more difficult to concentrate on what you are 
doing. 

When you come up into the aim, your sights are not in focus, in fact 
may be blurred. You are far from being steady - never mind getting the 
right AIM PICTURE. 

The reason for this is a lack of oxygen in the blood stream. It must be 
rapidly replaced by CORRECT BREATHING, which in turn reduces 
the tension and strain, allowing you to get back to the normal rhythm of 
breathing in the shortest possible time. 

You will now appreciate that it is very important to keep your breathing 
under control when you are shooting. The need to be ‘coelcalm- and 
collected especially when leading up to the point at which you actually 
make the decision to fire the shot. 

To assist you in this refer to the diagram below and the notes. Practice 
the timing for Breathing for Firing as shown in the diagram until it 
becomes second nature, then apply it when you are shooting. 


BREATH RESTRAINT 
NORMAL DEEPER BREATH RESTRAINT 


FULL BREATHING BREATHS TO RELEASE SHOT 
INHALE 


100 12 14 16 18 20 22 24 26 2 
TIME IN SECONDS 
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THE BREATHING CYCLE 


There are three stages in the normal breathing cycle that are important 

to consider when shooting. 

1. During normal breathing your lungs are neither completely filled nor 
emptied. 

2. When breathing out there is a natural pause. 

3. The time for the whole cycle takes about five seconds. It is plainto 
see that the ideal time to fire a shot will be when your body is 
having a natural pause in the breathing cycle. The idea is to 
slightly extend that pause by a second, to six seconds. 


TRIGGER OPERATION. 

During the six seconds of BREATH RESTRAINT you have to perfect 

the CORRECT AIM and correctly operate the trigger so as to release 

the shot without any alteration to your aim or the grip with your Right 

hand. 

To achieve the CORRECT SHOT RELEASE :- 

1. Put your SAFETY CATCH to ‘P’. 

2. Place your finger naturally on the TRIGGER. 

3. Take a few slow deep breaths, at the same time take up the 
TRIGGER SLACK. 

4. Hold your breath, PERFECT THE AIM, at the same time steadily 
apply increasing pressure to the TRIGGER until the weapon fires. 

5. Maintain the pressure on the TRIGGER after the shot is released 
and concentrate on the AIM PICTURE until the weapon has 
settled; this is known as the FOLLOW THROUGH. 

6. Release the TRIGGER and continue to breathe normally. If for some 
reason you decide not to fire, relax and start again. 

REMEMBER: This can only be achieved by the independent 

movement of the TRIGGER FINGER whilst the remainder of your 

body is perfectly still. 

There are several different name given to the control of the trigger, 

Viz; let-off, final-pressure , trigger-pressing , trigger-squeezing . 

You may call it what you will, the fact is that - all trigger control is 

dependent for its efficiency on GOOD HOLDING. 

No amount of super efficient trigger squeezing etc., will make up for 

bad holding - REMEMBER - HOLDING is the FOUNDATION of good 

shooting. 
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Should You be involved in a long period of firing there is no doubt that 
some form of fatigue will become apparent. Usually you will notice that 
your eyes become tired, especially if you are inclined to remain in the 
aim too long. 

As your eye gets tired its power of clear vision rapidly reduces. It can 
become upsetting if your results become erratic. 

This is when it is important for you to strictly control the amount of time 
that you allow yourself for firing the number of rounds in each practice. 
Once you are in the aim - discipline yourself to get off your shots in 

say, the space of ten seconds - dependent upon your individual skills, 
preference and the conditions of the practice. 

This approach will have its rewards when you fire Rapid or Snap 
Shooting practices. It is better to take a more leisurely approach, come 
down off the aim and start again. While out of the aim, relax and give 
your eyes a rest. It is always said that to look at the grass near to you 
on the range is good for the eyes, green being a restful colour. 

Don t look down the range or at distant objects as your eyes have been 
accustomed to being focused on near objects such as your sights, 
therefore look at objects close by. 


THE FOLLOW THROUGH 


It is possible that you may respond to TRIGGER action or other 
influences at the very moment the weapon is fired and the BULLET is 
still in the BARREL. This can cause a shot to be misplaced, even so, it 
is essential that the shot is followed through to the target. It requires 
you to concentrate during the period of TRIGGER operation and SHOT 
RELEASE. 

As the shot is fired, the TRIGGER must be held to the REAR, keep 
your eyes open and look out for any movement of the FORESIGHT. 
This movement is usually in an upwards direction. 

Remain still until the weapon has settled down. If your HOLD and 
POSITION are correct your SIGHT will normally settle on to the POA 
(Point Of Aim). Afterwards, continue to breath normally. If for some 
reason you decide not to fire, come off the aim, relax and start again. 


ERROR RECOGNITION. 

This aspect of shooting is especially important when taking Part in Your 
early training, but just as important in competitive shooting. When firing 
your practices on the range you should have an experienced shot with 


youasa ‘Coach’, who will be down by your side on the firing point. 
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The'rote' of the coachis essentially to watch over you and what you 
are doing, to help and encourage you to carry out the actions and drills, 
safely and correctly as you have been taught, and to watch for faults in 
your technique and record your shots. 
In advanced competition shooting you will come to rely on your coach 
for advice on matters such as changes in the wind and sight 
corrections. 
When firing a shot there is some RECOIL ACTION produced by the 
explosion of the round in the breech and the BULLET leaving the 
MUZZLE, plus the reaction of the weapons mechanism. 
Assuming you are HOLDING the weapon correctly, the direction and 
amount of the weapons movement should be limited, then the position 
of your shots in the GROUP should be within your normal GROUPING 
CAPACITY. 
If you concentrate on your AIM PICTURE each time you press the 
TRIGGER you will be able to see which way the weapon moves. As a 
result of this IF you do NOT HAVE a correct AIM PICTURE at the time 
of firing, you will immediately be aware that the shot will be outside 
your normal GROUP. 
During practices on the range this has special significance as, When 
you realise that you have made an error you declare it to your Coach 
by telling him that the shot has gone Чом right” etc. If it wasa genuine 
mistake then it should not happen again - should it ! 


THE SLING - AN AID TO GOOD SHOOTING. 
Many of the Top Shots in the world who shoot at Bisley use a sling. Its 
purpose is in support of the weapon. 
Current thinking favours the use of a SINGLE POINT SLING, where it 
is attached to the weapon at the fore end, leading over the wrist toa 
point high on the ieft arm well above the elbow, 

his helps to keep the LEFT arm vertical under the weapon and does 
not exert any sideways pressure. 
Some firers may prefer the TWO POINT SLING, where itis secured at 
the fore end and on the butt, they make the point that it gives more 
stability -especially in the wind. In the end it is a matter of choice which 
one You Prefer, the important point to remember is that no matter which 
you use, it must be kept wall up on your left armor it will become 
uncomiortapie and cause havoc with your shooting. 

Va Sepe nat you are nappy With a sing as an wg 1o your 


shooting, you will have to check it each time you use it, to ensure that 
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it has been adjusted correctly, giving you the support that is 
comfortable to shoot with. If you share the sling with other firers, mark 
the settings for your own use to make sure it fits you next time. 


CARE and CLEANING. 


This subject has already been dealt with is some detail, but it must be 
emphasised that your CARE and CLEANING when you are involved in 
competitive shooting must be meticulous. 

This extra care of your weapon may reveal something that could put 
you out of the competition - if you had not found it. It will pay dividends 
to be extra careful with all aspects of Care and Cleaning. 


SHOOTING RECORDS 


It is important to maintain your own Shooting Records in order that you 
see the progress you are making and to highlight those areas or 
practices that you need extra training or shooting practice. 

If you do not keep a record it will be an indication of your lack of 
interest in keeping up your standards, which in the long run will make it 
more difficult for you to pass you APWT. 


ABOVE ALL - CARRY OUT YOUR SKILL AT 
ARMS AND SHOOTING - SAFELY. 


The Army Rifle Association is the official body based at the School of 
Infantry, who are responsible for organising the Service Weapon 
Competitions and Target Shooting Competitions. Central shooting 
matches are organised for units, Corps and District at Skill at Arms 
Meetings (SAM s). Teams who pass muster then gO on to the Regular 
Army Skill at Arms Meeting (RASAM), similarly, the Junior Soldier units 
have their Junior Soldier Skill at Arms Meeting (JSSAM) all of whom 
meet annually, usually at Bisley. 

The Territorial Army follow the same pattern as the Regular Army. 
Each district hold their Skill at Arms Meetings viz North East District 
(NEDSAM). The winning teams going on to the Territorial Army Skill at 
Arms Meeting (TASAM) normally held annually at Bisley. 

NOTE: In view of current changes taking place in the Services this 
information on Shooting Competitions may not be correct. Please 
check with your unit Skill at Arms Instructors. 
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ANNUAL PERSONAL WEAPON TEST (APWT) 
As a guide only, we set out in the following pages information and 
conditions of the Stage 2 Rifle APWT. Please check this information 
with your instructors as it may be subject to changes or variations. 
It is compulsory that all ranks below that of Lt Colonel successfully 
complete their APVVT firing their personal weapon to the standards as 
set out in the respective Skill at Arms manuals. 
The term Personal Weapon is in fact the weapon you are issued 
with for operational purposes. You will also be expected to train on an 
Alternative Weapon which is applicable to your particular Arm of 
Service, thus ensuring that in an emergency you have a second 
string to your bow . 
If you have an above average score in your APWT you could go on to 
qualify as a MARKSMAN. This will entitle you to wear the Marksman 
Badge » assuming it is authorised for your particular Arm of Service to 
wear them. Dont forget you will have to achieve the same good 
results the following year to keep your badge! 
Your weapon training instructors will explain In derail moe Practices. 
Panne, Hulés, Dress віс. thot you Will ba required te. complywitli as 
a part of your APWT. 
Essentially there are two Stages or Phases carried out by you in 
your shooting programme, as explained below:- 
1. The first stage is the standard set for everyone to achieve аз а 
recruit in their initial training. 
2. The second stage is compulsory for the infantry and will be 
completed at the end of your special to arm training. 
You will subsequently have to take the test every year. Members of 
other Arms and Service may complete their APWT as directed by 
higher authority. 
Your 'Alternative'weapon already mentioned, requires that you are 
able to handle and fire the weapon safely, this is referred to as your 
Alternative Personal Weapon Assessment (APWA). 
You will be tested on any of the practices from your previous tests . 
as applicable - and dependent upon the facilities and ammunition 
available at the discretionof your commanding officer. 
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FIRING REQUIREMENTS 

1. APWT. Combat infantry(Cl). Rifle APWT (C1) is to be fired by aV 
Infantry soldiers during their Infantry Phase 2 Training. It is to be fired 
annually by all combat infantry and RLC Soldier Pioneer Support 
personnel where their personal weapon is the Rifle. 

2. APWA Combat Infantry(Cl) Practices number 1, 4, 7, 9 and 10 of 
the Rifle APWA (CI) are to be fired annually by all combat infantry 
whose personal weapon is the LSW or the Pistol. 

Combat infantry whose personal weapon is the LSW are to fire the 
test using their personal weapon LSW, but the bipod is NOT to be 
lowered during the firing of any of the practices, 


RANGES 


Both the above tests can be fired on the ETR (Electronic Target 
Range), Gallery Range or CGR. If the test is fired on a range 
converted to AMS the firing point monitors are NOT switched on. 
RULES 
1. Dress and equipment is Combat Dress, belt order webbing 
(CEFO), combat helmet, combat body armour (where issued) and ear 
muffs. 
2. No extra time given for stoppages. 
3. Coaching and signalling are not allowed. 
4. SUSAT only is to be used. 
5. If fire trenches are not available, prone position is to be used. 
6. Practices 11 and 12 (Night Deliberate and Snap) may also be fired 
on the same occasion, and in addition to Rifle LF 14 (Firing at the 
Limit of Night Visibility (LNV). 
7. Allocation of amunition for the APWA includes 20 rounds for 
registration, from which 5 rounds are to be fired at each range prior to 
the test shoot. 
AMMUNITION 

APWT(CI) 90 rounds. APWA(CI) 70 rounds. 
SCORING | 
Qne point per hit, except in Practice 10 where the scoring 13 one Point 
per successful engagement of each exposure. 


Standards: APWT(CI) HPS = 80. Pass = 56. Marksman = 68. 
APWA(CI) HPS = 40. Paes = 20. 
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ANNUAL PERSONAL WEAPON TEST (APWT) - RIFLE 


PRACTICE 1; SNAP 

Range and Position adopted: 100m Standing and Kneeling. 
Unsupported/Squatting. 

Ammo: 10 rounds. 

Target and Exposure: a. Figure 12. b. 5 x double exposures of 
target. c. In each double exposure the targets are up for 4 seconds 
down for 4 seconds and up for 4 seconds. d. Irregular intervals 
between double exposures. 

Instructions: a. Firer in the standing alert position. b. Order “Watch 
and Shoot". c. On the appearance of the target, the firer is to fire 
one round standing at the first exposure then adopt the kneeling 
unsupported position and fire one round at the second exposure. 

d. Firers must adopt the standing alert position between double 
exposures. e. Targets fall when hit. 


PRACTICE 2: RAPID 

Range and Position adopted: 1 00m Sitting Unsupported, 

Ammo: 5 rounds. 

Target and Exposure: a. Figure 12. b. 1 x IO second exposure. 
Instructions: a. Firer in the nominated position. b. Order Five 
rounds rapid, Watch and Shoot", c. Fire 5 rounds at the exposure. 
d. Target up and hold. 


PRACTICE 3: SNAP / RAPID 

Range and Position adopted: 200m Prone. 

Ammo: 10 rounds. 

Target and Exposure: a. Figure 11. b. 5 x 4 second exposures with 
irregular intervals, followed 15 seconds later by 1 x 10 second 
exposure. 

Instructions: a. Firer in the nominated position. b. Order *Watch 
and Shoot”, c. Fire one round at each exposure. d. Targets fall 
when hit. e. After fifth exposure order Stop, 5 rounds rapid, Watch 
and Shoot", f. Fire 5 rounds at the exposure. g. Targets up and 
hold. 
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PRACTICE Aa; SNAP 

Range and Position adopted: 200m, Kneeling Unsupported. 
Ammo: 10 rounds. 

Target and Exposure: a. Figure 11, b. 5 x double exposures. 

c In each double exposure the targets are up for 8 seconds, down for 
4 seconds, up for 4 seconds. d. Irregular intervals between double 
exposures. 

Instructions: a. Firer in the standing alert position, 8m to the rear of 
the firing point, loaded, ready. b. Order Watch out , 

c. The appearance of the target is the signal to run onto the firing 
point, adopt the kneeling supported position and fire one round at 
each exposure. d. Between double exposures, order “, за 
catches, stand up, drees back 5m, adopt the standing alert poeition" . 
e. Targets fall when hit. 


PRACTICE 5: SNAP (NBC) 

Range and Position adopted: 200m. Fire Trench. 

Ammo: 5 rounds. 

Target and Exposure: a. Figure 11, b. 5 x 4 second exposures with 
irregular intervals. 

Instructions: a. Firer in the nominated position, wearing respirator 
and gloves. b. Order Watch and Shoot. c. Fire one round at each 
exposure. d. Targets fall when hit. 


PRACTICE 6: RAPID (NBC) 

Range and Position adopted: 300m. Fire Trench. 

Ammo: 5 rounds. 

Target and Exposure: a. Figure 11. b. 1 x 10 second exposure. 
Instructions: a. Firer in the nominated position, wearing respirator 
and gloves. b. Order "Five rounds rapid, Watch and Shoot . 

c. Fire 5 rounds at the exposure. d. Target up and hold. 


PRACTICE 7: SNAP 


Range and Position adopted: 300m. Fire Trench. 
Ammo: 5 rounds. 


Target and Exposure: a. Figure 11. b. 5 x 4 second exposures with 
irregular intervals. 
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Р Practice 7 continued) 
structions; а. Firer j 
* 4. ГОГ the nominated tke 
^ / Position. b. Order "Waton 
fre "d - € Fire one round at each exposure. d. Targets po 


PRACTICE 8: SNAP 


Range and Position adopted: 300m, Prone. 

Ammo: 5 rounds. 

Target and Exposure: a. Figure 11. b. 1 x 8 second exposure 
followed 5 seconds later by 4 x 4 second exposures with intervals of 
5 to 10 seconds between exposurers. 

Instructions: a. Firer in the standing alert position, 5m to the rear of 
the firing point, loaded, ready. b. Order "Watch out". С. The 
appearance of the target is the signal to run onto the firing point, 
adopt the nominated position and fire one round at each exposure. 
d. Targets fall when hit. 


PRACTICE 9: RAPID/SNAP 

Range and Position adopted: 300m. Prone 

Ammo: 10 rounds. 

Target and Exposure: a. Figure 11. b. 1 x 15 seconds exposure 
followed 10 seconds later by 5 x 4 seconds exposures with intervals 
of 5 to 10 seconds between exposures. 

Instructions: a. Firer in the standing alert position, 5m to the rear 
of the firing point, loaded, ready. b. Order “Five rounds rapid, 
Watch out".c. The appearance of the target is the signal to run 
onto the firing point, adopt the nominated position and fire 5 rounds 
at the exposure. d. Target up and hold. e. After the first exposure 
order "Stop.Watch and Shoot. f. Fire one round at each of the 
remaining exposures. g. Targets fall when hit. 


PRACTICE 10: SUPPRESSION 
Range and Position adopted: 400m. Prone. 
Ammo: 15 rounds. 


Target and Exposure: a. Figure 11. b. 5 x 15 seconds exposure 
with irregular intervals. 


Instructions: a. Firer in the nominated position. b. Order "Watch 
and Shoot”. 
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56m 
COMPARED WITH THE 7.62mm EQUIVALENTS 


MACHINE GUN 


Weight (kg) 
Weapon (less Mag 
& Optical Sight) 

‘Sight Optical 0.7 0.7 

sight Iron 0.3 Integral 0.8 

EEmpty Magazine 0.12 0.26 0.8 

.oaded Magazine 0.40 0.76 0.46 

(filled with) (30 rds) (20 rds) (30 rds) 

Neapon (complete with sight and waded magazine) 
4.98 5.06 

.angih (mm) Weapon 

Mechanical Рейге 

Firing Modes S.S/Auto g S.S/Auto 

Method of Operation Gas Gas 

Type of Locking Rotary Bolt Falling Rotary Bo | Dropping 
Forward Breech Blk Forward Link 
Locking Rear Lock'g Lock'g [Rear Lock'g 


Method of Feed Magazine | Magazine Magazine | Belt 
AMMUNITION 


Calibre (mm) 5.56 7.62 5.56 


Types: Ball Ball Ball 
Tracer Tracer Tracer 
Blank Blank Blank 
Training 

Round Weight (д) 12 25 


Training 
Firing Characteristics (approx) Muzzle Velocity (m/sec) 


Recoil Energy (joules) 


THE GENERAL PURPOSE MACHINE GUN 
(GPMG) (Light Role). 
The GPMG provides the main fire support for the Infantry section and 
is used throughout the British Armed Forces in many and various 
roles which include an anti-aircraft role demonstrated during the 


Falklands conflict where it increased the protection given to the ships 
of the task force. 


The GPMG is a 7.62 mm calibre, belt fed, bipod mounted, fully 
automatic, gas operated, machine gun which is capable of fast 
accurate fire to ranges up to 800m in the light role and up to 1800m in 
the Sustained Fire (SF) role. 

Note, however that the SF role requires the addition of a tripod, 


different butt and a dial sight for recording targets. These notes deal 
only with the light role. 


GPMG AND PARTS STRIPPED 


BARREL 


QUE Lees BLOCK 
n 


PISTON 


PISTON SPRING 


BUTT 
Г] 
LOCKING 


PINS 
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NOTE = Carry out NSP's (NORMAL SAFETY PRECAUTIONS) 
before starting any lessons with a weapon. 


NORMAL SAFETY PRECAUTIONS 


Kneel behind the gun, grasp the pistol grip with the left hand, open the 
top cover by pushing in the cover catches with the right hand, cock 
the gun by pulling the cocking handle fully to the rear, lift the feed 
tray. 

Look inside and inspect the chamber and body to ensure they are 
clear, lower the feed tray and close the top cover. Hold the cocking 
handle with the right hand, press the trigger and allow the working 
parts to go forward under control. 

Close the ejection opening cover unless stripping is to follow at once. 


STRIPPING, ASSEMBLING AND CLEANING THE GPMG. 


Sipping Sequence 

Check the weapon as above to make sure it is safe. 

Make sure the working parts are forward. 

Remove the sling. 

Remove the butt. 

Remove the return spring, piston and breech block. It is usual to 
clean these parts and reassemble before going on to the barrel 
group. 

Cock the gun. 

Remove the barrel. 

Unscrew the gas regulator and remove the collars, plug and 
regulator. These would now be cleaned and then reassembled. 
The trigger group can also be stripped and cleaned after firing. 
9 With the working parts forward remove the retaining pin. 

10 Remove the trigger group by pivoting the group slightly downward. 


CLEANING 


The GPMG is equipped with a Spare Parts Wallet (SPW) which 
contains cleaning materials and spare parts. The contents of the 
SPW are :- 

Oil can. Cleaning rod in two parts. Bore cleaning brush. 
Chamber cleaning brush. Cylinder cleaning brush. 

Gas port cleaner. Clearing plug. Spare firing pin. 

Combination tool. Spare extractor, stay and spring. 

Spare link pin Piston and cylinder cleaning tool. 


ол Ф Corn — 


со 4 о 
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Two spare collars. Gas regulator cleaning tool. 

The GPMG is prone to becoming clogged up with carbon due to the 
large number of rounds it fires. The gas parts are particularly bad with 
the carbon becoming very hard and very difficult to remove however 
it must be removed so persevere and get several of the other 
members of your section or group to help you. 


{ 


2 


6 
7 


8 


Assemble the chamber cleaning brush to the rod and clean out the 
chamber. 

Clean the barrel witn 1 00mm by 50mm (4 x 2 inches) flannelette 
inserting the pullthrough at the chamber end only and pulling in one 
motion. 

When clean, oil the barrel using 100mm x 38mm (4 x 1 4, inches) 
flannelette. 

Clean and oil the flash hider. 

Put flannelette round the cylinder brush and using the rod clean out 
the cylinder from the front. Oil the cylinder. 

Clean the rest of the gun with an oily rag. 

Reassemble the gun setting the gas to 6 if the normal setting is not 
known. 

Clean, check and re-pack the SPW. 


ASSEMBLY SEQUENCE 


Mas шо № ~ 


Check the numbers on the breech block and the body. 

Replace the piston and breech block into the body. 

Insert and secure the return spring. 

Replace the butt. 

Insert the plug into the seating on the barrel. 

Replace the collars and screw the regulator fully home, then 
unscrew to No 6. 

Check the numbers on the barrel and the body and that there is no 
obstruction in the barrel. 

Replace the barrel (weapon should be cocked). 

Ease springs. 
To replace the trigger group check that the safety catch is at "F", 
insert the pistol grip and replace the retaining pin. 

When fully assembled test the gun by cocking it and pressing the 
trigger with the recoil mechanism under control. 


12 Lastly close the ejection opening cover. 


314 


SAA GPMG 


GPMG AMMUNITION BELT 


Ammunition for the GPMG is issued already belted in 200 round 

finers,These belts are broken down into the required lengths by 
holding the rounds either side of the point of separation and twisting 
them in opposite directions. 
Belts are usually broken down into 50s and distributed throughout a 
section for use when moving or can be left in 200's in their tins when 
used in defence. Belts can be rejoined, but should not be made UP 
from used links except in battle situation. 


THE GPMG SIGHT PICTURE 


SIGHT SETTING 


The back sight is used in the lowered position for ranges 200 to 


800m in the light role and is raised for use at greater ranges in the 
SF role. 


LOADING AND UNLOADING 


The prone position is adopted for loading, straight behind the gun 
with the legs together and heels uppermost. Hold the pistol grip with 
the right hand with the forefinger lying outside the trigger guard, put 
the butt in the shoulder with your cheek on the butt, place the left 
hand - palm down - on the butt with thumb underneath. Get 
comfortable with both elbows on the ground, with the forearms 
forming an A shape. 
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On the command "LOAD":- 

1 Tilt it to the right 

2. Open the top cover (right hand) 

3. Pick up the ammunition belt and check that it is not loose or 
damaged with your (left hand) 

4. Place the belt in the feed tray (left hand) with the first round 
against the cartridge stop and close the top cover (right hand). 

5. Replace the hands in their correct positions 

6. Hold the gun upright 

On the cornmand UNLOAD:- 

1. Open the top cover by pushing in the cover catches but do not lift 
it. 

2. Raise the butt into the shoulder and cock the gun 

3. Lower the butt 

4. Raise the top cover and remove the belt 

5. Clear the feed tray of empty links 

6. Close the top cover 

7. Raise the butt into the shoulder align the sights and squeeze 
the trigger. 

8. Lower the butt 

9. Close the ejection opening cover 

10. Lower the sights and stand up. 

Sometimes on the range you will be required to Clear the gun. To do 

this you should unload the gun then raise the top cover to its upright 

position, stand up and report Gun Clear . 

On the command "MAKE SAFE": unload, then reload but DO NOT 

cock the weapon. 

Loading and Unloading with a two man team. 

When a Number 2 is provided for the gunner he should lie on the left 

of the gunner and assist with loading and unloading. 

To load, the gunner raises the top cover, the No 2 places the belt in 

the feed tray keeping his fingers clear of the top cover as the gunner 


closes it. During the unload the No2 removes the belt from thefeed 
tray. 


HOLDING AIMING AND FIRING 
Although the GPMG rests on a d you must be able to hold the 


weapon, aim and fite in bursts against both stationary ang moving 
targets. 
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Holding and A in, in g 


! You wif be given 
Aiming is as rd the leon o pe order to load, 
3 n 4 ПО since the sights are of the same type 
© begin roughly adjust the weapon оп to the target by placing 
the left hand under the weapon, lifting and moving the gun in line 
with the target. 
4 Adjust for height by moving the elbows apart or together or for 
large adjustments alter the nut between the bipod legs. 
Move your shoulder firmly up to the butt of the gun. 
Pull the butt into the shoulder, backwards and downwards with the 
left hand on the butt and the left elbow as far forward as possible. 
7 Hold the pistol grip firmly with the right hand, forefinger over the 
trigger, and pull the gun backwards and upwards. 
8 Lock the position by twisting the wrists against each other and rest 
the cheek on the butt/left hand. 
9 To test your position rock backwards and forwards slightly; the 
foresight should move up and down on the point of aim, 


FIRING 


1. On the command fire and when you have finished adjusting, 
Squeeze the trigger, holding it long enough to fire a burst of two or 
three rounds, then release the trigger without disturbing the 
position. 

2. As soon you have fired, open both eyes and look for the fall of shot. 

3. Make any necessary adjustments and then continue firing at a rate 
of 25 rounds per min or 100 per min if Rapid fire is ordered. 

4. When ordered to "STOP", cock the gun, put the safety catch to 
safe and rest the butt. 

5. When ordered to “GO-ON”, aim and continue firing, 

6. If a No2 is available he should keep the gun fed with ammunition by 
clipping on more belts and ensure that they feed into the gun 
correctly. 


IMMEDIATE ACTION AND GAS STOPPAGES 

The IA drills for the GPMG are as follows. 

If the gun stops or fails to fire:- 

1. Cock the gun. 

2. Lower the butt. 

3. Open the top cover, clear the feed tray and close the top cover 
again as quickly as possible. 


ou 
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д. Raise butt into the shoulder and align the sights oen press {he 


rigget. 

5. Lower We butt, reload and carry on firing . 

~ totowing stoppages will be remedied by using tne "1A" ;- 
1. Expended belt. 
2. Damaged rounds. 
3. Poor feed. 
4. Misfired round. 
5. Hard extraction. 
6. Damaged link. 

If the gun cannot be cocked open the top cover, clear the feed tray, 

close the top cover and complete the IA. 


GAS STOPPAGE DRILL 


If after completing the IA the gun fires a few rounds and stops again 

do the following: 

1. Cock the gun. 

2. Put the safety catch to “SAFE”. 

3. Lower the butt. 

4. Adjust the regulator 3 clicks. If hot use the nose of a round in the 
holes in the regulator. 

5. Put the safety catch to "FIRE" and carry on. 

Do not try to reuse damaged rounds, put them to on side and hand 

them in after firing. If after carrying out the stoppage drill it recurs you 

should look closely at the rate of fire and cleanliness of the gun and 

either adjust or clean the gun. 


OTHER STOPPAGES 


Stoppages caused by broken parts are rare, however, they do 

sometimes occur and are usually due to the following. 

1. Anobstruction in the body, empty case in the chamber. Cleared 
by unloading, inspecting and removing the obstruction. 

2. Broken parts, obstruction in the barrel, separated case. Cleared 
by unloading, inspecting, removing the obstruction and replacing 
any broken parts. 

A separated case will require the use of the clearing plug. 

3. Peed pawl and springs. If after carrying out the IA the gun will not 
fire and you cannot fully cock the gun, inspect the feed pawls and 
springs to see that they are working correctly. You may have to 
clean and oil them before reloading. 
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4. Runaway gun. A mechanical fault may cause the gun to continue 
firing after the trigger has been released, if this happens hold the 
gun firmly into the shoulder and twist the belt at its point of entry to 
the feed mechanism to cause the gun to stop. 


When the gun has stopped, reload, adjust for more gas, cock the gun 
and carry on firing. 


GPMG TRAINING TESTS 


The purpose of these training tests are to measure the standard 9 . 
that you have attained in safety and handling of the GPMG. You Will 
be tested during your Recruit training and thereafter annually. 


TEST No 1. SAFETY 


Stores: Gun loaded, cocked and safety catch at SAFE. Gun either in 
the corner of a room or on the firing point. 

Conditions: You will be ordered to bring the gun to the centre of the 
room, or to another position on the firing point. You should - without 
further directive - carry out the normal safety precautions on the gun. 


ASSESSMENT: You will FAIL if the safety actions are not carried out 
correctly. 


TEST No 2. STRIPPING, CLEANING & ASSEMBLING. 


Stores: GPMG Weapon. Spare parts wallet complete. One 7.62mm 
Drill Round. 

Conditions: You will be ordered to strip the gun as for daily 
cleaning. The following questions will be asked:- 

1. What size of flannelette is used to clean the bore. 

2. What size of flannelette is used to oil the cylinder. 

3. What spare parts for the gun are contained in the section wallet, 
You will them be ordered to assemble the gun. 

ASSESSMENT. Main purpose to assess your ability to strip and 
assemble the gun. You are assessed follows:- SKILLED made no 
mistakes. AVERAGE made 1 to 3 mistakes. FAIL made more than 3 
mistakes. 


NOTE. No qualification is awarded if any mistakes affect safety. 
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TEST Мо 3. LOADING. 


Stores: GPMG Weapon. Belt of 15 DRILL rounds. Stop Watch. 
Conditions: This is a TIMED TEST. You are tested lying behind the 
gun. Safety catch at FIRE. Belt on the ground on the left of gun. 
Ordered to LOAD. Time is taken from the time of the order LOAD, 
until you have both hands in their proper position on the gun and the 
gun is upright. 

ASSESSMENT: SKILLED - 8 seconds or less. AVERAGE - 9 to 12 
seconds. FAIL over 12 seconds. 

NOTE. Two seconds are added to the overall time for each mistake. 
No qualification is awarded if any mistakes affect safety. 


TEST NO 4. IMMEDIATE ACTION & GAS STOPPAGES. 
Stores: As for TEST No 3. 

Conditions: This is a TIMED test. You are tested lying behind gun, 
gun loaded and firing. Order GUN STOPS. When the IA has been 
done, order GUN FIRES A FEW MORE ROUNDS AND STOPS 
AGAIN. Time taken from AGAIN until you have aimed and fired the 
gun. Mistakes made in the IA count for the test. 


ASSESSMENT: SKILLED -8 seconds or less. AVERAGE -9 to 10 
seconds. FAIL - over IO seconds. 


NOTE: Two seconds are added to the overall time for each mistake. 
No qualification is awarded if any mistakes affect safety. 

TEST No 5. UNLOADING. 

Stores: As for TEST No 3. 

Conditions: This is a TIMED test. You are tested lying behind gun, 
gun loaded and firing. Ordered to STOP and when actions have been 
carried out correctly, given the command UNLOAD. Time taken from 
the UNLOAD until you are standing up behind gun. 


ASSESSMENT: SKILLED - 8 seconds or less. AVERAGE - 9 to 12 
seconds. FAIL - over 12 seconds. 


NOTE: Two seconds are added to the overall time for each mistake. 
No qualification is awarded if any mistakes affect safety. 


TEST No 6. PREPARA TION fi 
Stores: GPMG Weapon, Spare Parts ЮН, а (ле. Опе 7.62 
DRILL round, Flannelette, Oh! 
Conditions: xo. will be ordered to Prepare gun tor firing, 


320 


SAA GPMG 


Without further direction you should:- 

a. Strip the gun as for daily cleaning, clean and leave dry. 

b. Open the dust cover, clean and oil the guide ribs then close the 
dust cover. 

с. Oil the bearing surfaces of the breech block and piston extension, 
locking lever and locking shoulder, feed arm and feed channel, the 
return spring and the trigger mechanism. 

d. Set the gas regulator at its correct setting, check there is no 
obstruction in the barrel and that it locks firmly into position. 

e. Check sights for tightness. 

f. Ensure ball of the firing pin is seated correctly in its recess. 

g. When the gun is assembled, press the trigger and move the 
working parts backwards and forwards a few times 

ASSESSMENT: The sequence used need not be the same as laid 

down in the conditions above, but all aspects are to be correctly 

completed. SKILLED - Up to 2 mistakes. AVERAGE - З to 5 

mistakes. FAIL - Over 5 mistakes. 

NOTE: No qualification is awarded if any mistakes affect safety. 


“ere corp - ave’ we got one of them SAC's" 
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CHARACTERISTICS OF THE 81 mm MORTAR 


Fire-power Characteristics 

Accuracy. The 81 mm mortar is a very accurate weapon. The sight 
system includes the Mortar Fire Data Computer (MFDC). 
Consistency. Because of the very fine machining of rounds and 
the barrel, produces accurate fire comparable with a field gun. 
Beaten Zone. The effective beaten zone of one section of mortars 
at maximum range is approximately 200 metres square. At shorter 
ranges and with lower charges the beaten zone is smaller. 
Flexibility. The range varies from 180-5660 metres for HE and WP 
ammunition. The mortar can engage targets over a 6400 mils arc. 
Ammunition. The mortar fires three main types of amrnunition - 
High Explosive, White Phosphorus Smoke and Illuminating. The HE 
and WP matched charges. The illuminating ammunition has a range 
of 4050 metres, a burning time of 43 seconds, will illuminate area 
of 400 metres radius. The brightness is 400,000 candle power. 
High Rate of Fire. The mortar can fire more than 20 rounds a 
minute; Under normal circumstances Rate 12 should be used; this 
will give from one to 12 rounds of fire in a minute. 

Danger Area. The HE round has a high lethal capability up to a 
radius of 40 metres from the point of burst and it can be expected to 
cause casualties up to 190 metres from the point of burst. 

Ability to Fire at Obscured Targets. The mortar has the capability 
of firing on previously adjusted targets when they are obscured by 
darkness, fog or battlefield smoke. Targets not previously adjusted 
can be engaged, but the fire will be less accurate. 

Response Times, 

Being a battalion asset fire is guaranteed to the battalion. This 
often is not the case with artillery fire. Response times compare well 
with artillery. Their role in general is to give: 

Final Protective Fire (FPF). If the mortars are laid on a target the 
time to have effective fire will be from 20-60 seconds. 

Defensive Flre (OF). Approximately three minutes, and individual 
skills and the time of flight. 

Time of Flight. This varies between 12 and51seconds. 
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Deployment Characteristics 


High Trajectory. The high trajectory enables it to fire from behind 
high cover. Engage targets in dead ground or defiladed from other 


weapons. 


Ground. When firing the ground must be firm and stable. 

Very rocky ground and marshes must be avoided. 

Mobility. Mortar detachment are self-contained, in a 1 tonne 
Landrover and trailer or FV 432. 

Weight of Stores. The main parts of the mortar are light weight  . 
compared to the ammunition which is both bulky and heavy. Help '$ 
necessary for carrying ammunition. 

Vulnerability, The mortar needs carefully located, preferably in 
dead ground. High trajectory, long flight time, easily recognised 
sound and muzzle flash make the mortar vulnerable to sound 
ranging, mortar-locating radar and visual detection. 

Organization. At company level mortar fire is controlled by the 
МЕС5. An MFC party consists of two MFCs and a driver. They are 
equipped with radios and optical devices, including SPYGLASS. 
Allocation. Mortar sections are allocated at priority call to 
companies by the mortar platoon commander. 


CHARACTERISTICS OF MILAN 


General Introduction. 

MILAN is a second generation, semiautomatic wire guided missile 
System. This means that after launch, the operator only has to track 
the target by keeping the cross hairs on it. He does not have to fly 
the missile as in older systems. 

There are three main component parts: 

a. The Firing Post - which contains the launch, tracking and 
guidance system. 

b. The Missile - in its separate tube. 

с. MILAN Infra-Red Adapter (MIRA) - a thermal 
which forms an integral part of the system. 
Range. When fired the missile is armed at 20 metres it can only be 
used in an emergency at less than 400 metres, because it is not 
until this range that the missile has settled onto its correct flight 
path. The maximum range is 1950 metres, 


imaging sight 
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Accuracy. The system has a high degree of accuracy against all 
targets due to its semiautomatic nature and to the operator s x7 
magnification in the sight. 

Effect on Armour The missile has a 115 mm HEAT warhead which 
will penetrate 352mm armour. It will penetrate the side armour of 
most known AFVs. It should be sited in defilade, 

Concealment. MILAN's small size and low silhouette make it easy 
to conceal. 

Handling. The firing post weighs 18 kilograms and the MIRA sight 
7 kilograms. Both are carried by the MILAN operator. Each missile 
weighs approximately 12 kilograms and two missiles are carried by 
his No 2. Since MILAN is a relatively light, compact and robust 
System, ideal for airmobile and airborne operations. 

Flexibility. MILAN can be used in the open or fired from a trench. It 
can be mounted on various vehicles such as the FV 432 , or in the 
MILAN Compact Turret mounted on SPARTAN (MCT(S)). The post 
has an all round traverse of 6400 mils. 

Pre-Firing Checks. A simple visual pre-firing inspection is required 
on the MILAN ammunition tube. The firing post can be tested by the 
MILAN operator by using a simple 'GO/NO GO Unit Test Equipment 


Limitations 


Time of Flight. The time of flight to maximum range is approx 12 
seconds. This precludes the engagement of fleeting targets and it 
results in a slower rate of fire. It also requires the firer to be 
protected during the missile s flight. 

Rear Blast Area. On launch the missile tube is ejected to the rear 
and there is a small back blast. A zone 5.5 metres behind, 533 mils 
either side of the axis and 0.5 metres above the level of the 
ammunition tube must be clear of men, equipment and obstacles. 
Decoy. The Heat from a burning tank or building may decoy the 
missile if closeto the flight path. The MILAN tracker confuses the 


battlefield /F? source for the {Я tracking flare on the missile, 


This can be partially overcome by experienc ý 
operators. y experienced and Well trained 
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INTRODUCTION 

This section on Methods of Instruction (МО!) is as used by the Army, 
it is easy to understand and use, provided you apply the well tried 
and practised framework called a Lesson Plan. 

Instructing becomes interesting and very much simplified, but if you 
fail to use a Lesson Plan and ignore taking sufficient time for 
preparation, neither you nor those you are instructing will gain 
anything. 

As an NCO, it will add to your skills and improve your confidence and 
performance. 

Provided you learn how to apply this system of MOI, it will remain as 
a skill for you to call on in a variety of situations throughout your 
service. 

You may have the use of an Overhead Projector or even a Video 
Camera and Computer, but even so you will still have to plan and 
prepare your presentation in a logical and professional manner, don t 
get side tracked by the technology! 


QUALITIES REQUIRED 

The main qualities you need as an instructor are enthusiasm, self 
confidence and to know your subject. Good Planning and Preparation 
breed self-confidence and makes those under instruction feel 
confident in your ability. 

Your enthusiasm will stimulate interest for the class to listen and 


learn. 
Your Manner and Bearing is important, 
Look up when you speak, your voice will travel further. Vary the pitch 
of your voice to stress a particular point. 
Avoid distracting mannerisms, such as saying OK or RIGHT after 
each statement or tapping with a pen on the table, scratching your 
ear or nose!! 
Watch and listen to other instructors for any of their mannerisms or bad 
habits. Make sure you don t fall into any yourself. Ask any of your 
aiher instructors No sitin on one of your lessons now and again to 
GS YOU zt узе This will stop any bad nania беч Sopra. 
Your appearance/turnout is very important,\\ you ate wet tumed out 
and look the part you will command respect and attention. 
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YOUR ATTITUDE 

Your attitude must be right to command attention and make the class 
want to listen. 

Avoid sarcasm and favouritism, getting a cheap laugh by making a 
fool of someone is not good, have a joke by all means and try to win 
over the confidence of the class. Avoid passing remarks that can 
offend or have a double meaning at someone else s expense. 
Encourage them to join in by being friendly and fair, but firmness at all 
times is always advisable. 

Instruct : clearly, completely, patiently, giving information at a 


suitable pace, one stageat a time. 
YOUR SQUAD MUST ENJOY BEING INSTRUCTED. 


CHECK YOUR OWN PERFORMANCE 


Be observant - apply yourself to the task, pay attention to detail - 
don t cut corners, never be satisfied with standards, always look for 
ways and means of improving your own performance, the training 
aids you use, and the questions you ask. 

Carry out a rehearsal, especially of any difficult parts. 

BASIC POINTS ON SUCCESSFUL INSTRUCTION 

REMEMBER THE SIX "P"a:- 

PRIOR PREPARATION & PRACTICE PREVENTS POOR PERFORMANCE 


PREPARE and PLAN 

1. What is the objective to be achieved? 

2. Which is the best method ? (lecture, lesson, discussion, exercise, 
demonstration) 

3. Where is the instruction to take place ? 

4. What is the size of the class? 

5. What time is available. 

6. What equipment or aids are available? 

7. Are the aids suitable, simple, large enough or even necessary ? 

8. What handout notes do | need to produce. 

9. What is the present standard of the classes knowledge. 

10. Prepare your list of questions and answers for this lesson and 
have your questions and answers ready from the previous 
lesson. 
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QUESTIONING TECHNIQUE 


When instructing a squad you will at times need to ask questions. 
There is a simple technique to adopt. It is important that all members 
of the squad are ‘kept on their toes’, you must therefore first ask the 
question to the whole squad, wait or pause for a few moments for 
them ALL to think of the answer, then select or nominate one of 
them to give it. 
REMEMBER: ASK - PAUSE - NOMINATE. 


LESSON PLAN 


1. Prepare a Lesson Plan. 
2. Use logical stages. 
3. Use correct question techniques ASK - PAUSE - NOMINATE who 


is to answer. 


METHOD OF INSTRUCTION 


Skills Lessons - for example - Drill, Skill at Arms, remember and use 


the sequence: 
EXPLANATION =- DEMONSTRATION — IMITATION — PRACTICE 


A SIMPLE LESSON PLAN 


The framework of a lesson plan is set out over page with headings 
and information for you to follow. 

Set it out on a large sheet of paper adding the lesson details to the 
Skeleton for the lesson you are taking. 

The plan is divided into three stages:- 


STAGE 1 - BEGINNING 

Subject... ... Class/Squad ...... Time..... Location .. . .. Dress e 
Stores required and Training Aids .............. Time аПомеа................ 
Prelims: Safety Precautions: Roll Call: Class formation: Seating 
plan: Comfort of the class: Lighting levels: Standard of Visual Aids. 
Revision: Check their knowledge/skills in the subject previously 
taught -they soon forget. 

Introduction: Make sure class know your name. 

Objective: it must be clearly stated and understood, definite, limited 
and attainable in the time allowed and capability of the squad, 

The reason why: A realistic reason: Incentive to achieve results: 
Benefits to be gained from the lesson. 
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METHOD OF INSTRUCTION 


STAGE 2- THE MIDDLE 

The main instruction to be taught. Time allowed... .. Divide thesubject 
into several “STAGES”, select from each stage the “KEY POINTS” 
that you must bring out in your instruction - such as SAFETY, to 
ensure a complete understanding of the lesson. 

Rule up sheets of paper as the example below setting out the 
STAGES or BLOCKS of information as headings on the subject, and 
the KEY POINTS; number them in descending order of importance to 
stress the important points to be made, such as safety, particular 
information like figures, codes, references. Note the correct training 
aid to use at this particular point, use it as a prompt, drawing as 
many lines spacing them out as you require. 

Don t forget to write large enough and clearly, as you may be using 
this when standing up — not held in your hand reading from it!. 


LAYOUT OF A LESSON AIDE MEMOIRE or PROMPT SHEET 
SUBJECT or TOPIC to INSTRUCT/TALK ABOUT 


STAGES KEY POINTS 


BREAK DOWN THE WPORTANT POINTS NOT TO BE MISSED 
NUMBER THEM IN DEBCENDING ORDER 
OF IMPORTANCE 


1 Lesson ro А5 


STRESS SAFETY, ANYTHING 


MANY THAT CAN CAUSE DAMAGE 


2 STAGES AS YOU 


“MEMORY TICKLER” FOR SIZES, 
LIKE MEASUREMENTS. TRAINING AIDS. 
REFERENCES, COLOURS ETC. 
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METHOD OF INSTRUCTION 


CHECK YOURTRAINING AIDS 


Make sure you have all your training aids, maps, compasses, spare 
bulb if using an OHP, etc. 

At the end of each STAGE of instruction, confirm that the key points 
have been understood, by using good Question Technique. 

Correct any errors as they occur ASK THE QUESTION - PAUSE - 
NOMINATE who is to answer. 

Ask sufficient questions to the squad. If you don’t it reduces the odds 
of those individuals who are likely to be asked, as a result they are 


not kept on their foes”. 


STAGE 3 - THE END 

Invite questions from the class- if you are asked a question and do 
not know the answer, do not try to ‘bluff’ your way out of it. Admit you 
do not know, but find out and let them know - AND MAKE SURE 
YOU DO. 

Ask your PREPARED questions to the class - using the right 
technique - confirm that they have learned by your instruction, by oral 
tests, written tests or by practical performance tests. 

NOTE: PREPARED questions means preparing them in advance 
WITH THE ANSWERS. 

YOU DON'T HAVE TIME TO THINK CORRECTLY ON YOUR FEET 
Summary - bring out and stress the achievement of the objective. 
Look forward - state when and what is the next lesson/subject. 


ONCE YOU HAVE SPENT TIME ON WRITING 
A LESSON PLAN AND REHEARSED IT 
— STICK TO IT - YOU WON'T MAKE MISTAKES 
AND IT'S SO MUCH EASIER 


KEEP ALL YOUR LESSON PLANS AND CAREFULLY 
FILE THEM FOR EASY REFERENCE. 
THE NEXT TIME YOU TAKE THAT LESSON — 
HALF YOUR WORK IS ALREADY PREPARED 
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